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Foreword. a 


many of the operational and logistical issues involved in the 

real thing to thrust you right into the action. Yet Armored Fist 
also pays homage to the men and women who serve in the combat 
arms profession. 

Indeed, a principal Armored Fist designer, Paul Robinson, speaks 
from personal experience. He was wounded while performing his 
duties as a Marine Corps sniper or he’d be on active duty today. | 
spent some time with this fine young man while on location at 
Novalogic. 

I, too, am a veteran. 

We encourage you to have fun with Armored Fist, but remember 
to look behind the silicon curtain and see the individuals whose self- 
sacrifice and loyalty to the codes of Duty, Honor, and Country keep 
us free. When you encounter members and veterans of the armed 
forces in the real world, afford them the respect they deserve. 

Before jumping into the book, let me clear up a couple of other 
issues. You'll note the narrator uses the term “gentlemen” as a mode 
of address when referring to readers. This is not a sexist oversight—| 
am aware that some players of Armored Fist are female. That’s how 
it should be. 

At the time of this writing, however, women are not authorized to 
serve in the armored vehicles depicted in the game. Many women 
operate close to the front lines as FIST support battalion members 
and the like. Their service is no less commendable or admirable than 
that of their male counterparts. 

| avoided repeating game manual material wherever possible. | take 
for granted you are a responsible software owner who purchased the 
game legally, and are familiar with the basic concepts contained in its 
documentation. We endeavor here to further enhance your game play 
with additional background, insider combat model secrets, detailed 
mission strategies, and so on. | think you'll find this approach helpful, 
and I hope you enjoy the style I’ve chosen to present it in. 


A rmored Fist simulates modern armored combat. We simplified 


Ed Dille 
Huntington, WV 
November 27, 1994 


To my son Sean. May he grow up in a world 
less troubled than the one I have known. 
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How To Use This Book -<ae 


warfare available outside a designated war zone! In the 

following pages we indoctrinate you in the art of war. You'll 
take the perspective of a junior platoon leader or company 
commander serving in the cavalry of the U.S. Army. This course of 
instruction is rigorous, but once you enter the jaws of battle you'll 
find it was worth it. 

Note that our School of Armored Warfare expects a trained 
recruit! This book will not indulge in trivialities like configuring 
Armored Fist software to run with sound boards and the like. The 
manual is adequate for minor details like these. 

Here you learn to deal with the “big picture:” to enter combat 
with a trained perspective and emerge victorious. You must want to 
win to appreciate what this book has to offer. 


W elcome to the most intense experience of modern armored 


What To Expect 

Chapters 1 through 3 prepare you to enter the crucible of combat 
with open eyes. You'll discover top-secret weapons-performance data 
unavailable from any other source. We introduce non-veterans to the 
principles of modern armored warfare. Expect to emerge from this 
course of instruction a lean, mean fighting machine. 

The final six chapters focus on mission and campaign specifics. We 
dissect each mission profile and recap orders, display a pre-mission 
reconnaissance photo, provide a detailed debriefing of the 
engagement (for enhanced strategic and tactical insight) and 
annotated maps of enemy positions, and summarize lessons 
thoroughly. You won't find more detail than this, no matter how 
well-established your intelligence sources. 

We include a bibliography for commanders wishing to expand 
their knowledge base, and a detailed glossary (novices: start there to 
speed your overall understanding of Armored Fist). 

As instructor, | have tried to familiarize you thoroughly with all the 
ins and outs of battlefield command. If | have let you down in any 
respect, contact me on Compuserve at 72662,3003. (If you think | did 
a good job, that, too, would be nice to hear.) 


Ed Dille 


XMI 


Basic Arm or School 


ood morning, gentlemen! My name is Captain Dille. Welcome to Fort Prima, 
home of the Armored Fist Basic and Advanced Armor Schools. 
Your assignment to this tour of duty is no mistake or clerical snafu, so don’t go 
run for the phones to call your detailers on the first break. You're here because 
Uncle Sam needs you here. 

Due to previous administrations’ lack of foresight, the Army finds itself in a 
virtually untenable situation. 

Our ranks have been cut, our funding slashed and our reserve equipment 
mothballed. Yet, they insist we intervene in every pissant border skirmish that 
crops up. And then Congress has the audacity to chew our asses when it doesn’t 
turn out to be a short walk in the park on a Sunday afternoon. To boil it all down, 
gentlemen, here is the situation: We the unwilling, lead by the unknowing, do 
the impossible for the ungrateful. And now, we have done so much, with so little, 
for so long, that we are qualified to do anything with nothing. You, gentlemen, 
are that nothing. 

In other words, Butterbars, the instructor staff and | could give a rat’s banana 
what any of you did before you came through that main gate out there. Your job 

. . no, your life now, is to become the finest armored cavalry commanders you 
can be. Our job is to make that happen, or kill you in the process. 

Right now, as | look at what the Army gave me to work with, I’ve got to tell 
you, | don't feel a hell of a lot of job satisfaction. 

This is a rigorous course of instruction. We will bombard you with facts and 
figures faster than any human can handle them. But remember: you're not 
human . . . you're animals. And because you're my animals, I’m going to make 
you mean. That's my prerogative, and it's one of the things that makes me sleep 
good at night. 
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Gentlemen, you'll be under a lot of pressure in the days and weeks ahead. | 
want to see if | can make you crack, because if you’re gonna crack, it had better 
happen here, where your sorry butt is the only casualty. 

This first course of instruction introduces the primary weapons systems and 
ordinance types you'll encounter in the field. Pay attention, gentlemen. When you 
leave here, what you don’t know can kill you. 

After graduation, you'll move to the Advanced Armor school, where you'll 
learn to coordinate multiple units from the Command & Control Vehicle (CCV). 
You'll learn the elements of mission planning and scenario design that will help 
you put together your own training exercises and tactical problems. 

Your training concludes at the Command Staff Academy (aka Chapter 3). There 
a purely classroom approach introduces you to some fundamental principles of 
warfare. Initially, some of you may not attach a lot of weight to these big-picture 
items. But as you become more seasoned you'll find yourself incorporating these 
lessons into your mission planning and analyses more and more. 

That's it, gentlemen. We're burning daylight . . . let's get moving! 


The Vehicles 


In case any of you are unfamiliar with the hardware involved in this endeavor, the 
following primer should bring you up to speed. 


M1A2 Abrams Main Battle Tank 


The M1 Abrams was named for Creighton Williams Abrams (1914-74), Deputy 
Commander of U.S. forces in Vietnam, and U.S. Army Chief of Staff from 1972 to 
1974. The Abrams was the first turbine-engine-powered tank in history. Its 
advanced Chobham ceramic armor renders it impervious to infantry HEAT 
weapons. 

The A2 replaced the Al’s 105mm gun with the 120mm weapon and added a 
number of other improvements. The M1A2 variant is considered the best U.S. 
Army tank fielded to date. 

First and foremost, the Abrams is a tank buster. It’s fast and agile, and Armored 
Fist commanders would do well to concentrate their Abrams resources against 
enemy heavy armor (T-80s) whenever possible. Leave the BMPs to Bradleys and 
situations where they appear as targets of opportunity. 
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M1A2 Weapons Load Out 


¢ 120mm smoothbore main gun with laser range-finding and 
target-tracking system 

e 18 armor-piercing SABOT rounds for use with main gun 

e 22 chemical explosive HEAT rounds for use with main gun 

e 20 smoke grenades (defensive only) 

e .50-cal machine gun with 2000 rounds 


T-80 Main Battle Tank 


The T-80 resulted from the former Soviet Union’s efforts to field vehicles based on 
advanced technology, which mirrored the U.S. design philosophy of quality over 
quantity. Like its Abrams nemesis, the T-80 incorporates a turbine engine and 
improved armor. The Soviets further equipped it with a laser range-finding 
mechanism and stabilized sights that superelevate the gun automatically, making 
viable accurate fire from the main gun while moving. The T-80’s predecessor, the T- 
72, must stop to acquire and fire on a target, a shortcoming that proved disastrous in 
the Gulf War—the first time modern U.S. and Soviet armor met in battle. 

The same rule applies to Russian commanders as to American: use your T-80s 
to kill M1s first, then Bradleys. Leave the soft targets to your BMPs. 


Figure 1-1. 
M1A2 
Abrams. 
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T-80 Weapons Loadout 


e 125mm main gun with laser range-finding and target-tracking with 10 
armor-piercing rounds, 13 chemical HEAT rounds, 13 high-explosive 
rounds 
e 12.7mm machine gun with 300 rounds 
e 1 smoke grenade launcher (defensive only) 


The Bradley IFV 


The U.S. designed the Bradley Infantry Fighting Vehicle to provide a highly 
mobile, defensible means of transporting infantry to the battlefield. It’s a highly 
adaptable system, with two main variants. 

The M2 IFV, armed with the 25mm Bushmaster cannon and two TOW missiles, 
carries a squad of infantry. The M3 model serves as a scouting vehicle, replacing the 
infantry squad with 10 extra reloads for the potent TOW-2 heavy anti-tank missile. 

The Bradley IFVs available to you as an Armored Fist commander are M3s, 
carrying a standardized loadout of anti-armor equipment. If possible, find a hull- 
down position for long-range TOW firing to take out enemy vehicles. Watch out, 
though—Bradleys were never intended to engage main battle tanks for any 
extended period. 


Figure 1-2. 
T-80 main 
battle tank. 
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While your Bradleys’ TOW missile launchers can destroy heavy armor, ideally 
they will be deployed for gathering usable reconnaissance. Smart commanders also 
will utilize Bradleys to take out “softer” mission objective targets, freeing up 
available M1A2s to focus on heavy armor and BMPs. 


Bradley Weapons Loadout 


e 25mm main gun with 900 rounds, divided between APDS and HEI 
e TOW missile launcher with two missiles ready and 10 reloads 

e 30-caliber machine gun with 2000 rounds 

e Stinger (IR) SAM launcher with two available rounds 


BMP IFV 


The Soviet-built BMP 2 is a respected Infantry Fighting Vehicle and a formidable 
foil to the Bradley IFV. Typical of Soviet Cold-War doctrine, BMPs were mass- 
produced. Soviet commanders hoped to field 10 BMPs for every one or two 
Bradleys encountered. (When you find yourself up against numerically over- 
whelming forces, you’ve probably taken the U.S. side.) 


Figure 1-3. 
M3 Bradley 
Infantry 
Fighting 
Vehicle. 
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The same rules apply to the BMP as to the Bradley. Deploy your T-80s to take 
out enemy armor and use BMPs for reconnaissance and taking out softer targets. 
Don’t be a hero-your BMP is Abrams-bait. 


BMP Weapons Loadout 


e | Spandrel launch tube with 10 reloads 

e 300 armor-piercing and 400 high-explosive rounds 
e 7.62mm machine gun with 2000 rounds 

e 2 SA-14 (Gremlin) SAM launchers 


Missile Reloading 


Bradleys and BMPs have more missiles (TOWs and Spandrels, respectively) than 
can be loaded at one time. When there’s a break in the action, these weapons 
reload automatically from reserves until the reserves run out. To make this happen, 
the Bradley or BMP must not fire any weapons for roughly two minutes (when 
you are shooting, there is no opportunity for someone to get out and perform the 
reload). Once the reserves are exhausted, there are no more reloads. 


Figure 1-4. 
BMP Infantry 
Fighting 
Vehicle. 
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The Mi-24 Hind 


The former Soviet Union remained at the forefront of helicopter design until its 
dissolution. Their helicopters are larger and have greater lift capability than those 
of the Western alliance. Soviet designers studied helicopter gunships debuted 
during the Vietnam conflict and came up with the Mi-24 Hind. 

This helicopter is more of a flying tank than anything produced before or since. 
It’s impervious to rifle and light machine-gun rounds, and is difficult to down even 
with the 50-caliber heavy machine gun. However, during the Afghan war the Mi- 
24 proved vulnerable to anti-aircraft missiles like the U.S.-made Stinger and the 
British-made Blowpipe. 

This deadly helo is armed with a 23mm cannon, rockets and anti-tank missiles. 
It’s exceedingly dangerous and can decimate your well-planned attack in a matter 
of minutes. 

When you hear the warning “HIND!! HIND!!” your best defense is to pop a 
smoke, back up and start searching the sky for the bogie. You’re in luck if there’s 
a Bradley nearby—they’re equipped with Stinger missiles for just such a 
situation. Again—pop smoke, back up while searching and nail that bugger 
before you get toasted! 


Figure 1-5. 
Mi-24 Hind 
Gunship. 
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Hind Weapons Loadout 


e 23mm cannon with 300 rounds 

¢ 57mm rockets in 16- or 32-round pods 

e Various combinations of 240mm, 210mm, 160mm rockets, and FAB -250 
free-fall bombs; total external stores weight 1500 kg 

e 4/8 AT-6 Spiral laser-homing anti-tank missiles. 

e 1 SA 14 Gremlin air-to-air missile 


AH-64 Apache 


U.S. designers also learned from the Vietnam experience. The definitive gunship 
model to emerge from that conflict was the Cobra. The attack helicopter’s mission 
was primarily tank busting or anti-armor work, plus scouting and infantry support. 

The Apache retained many design concepts introduced on the Cobra: a thin, 
cannon-equipped fuselage; short, wing-mounted missiles/rockets; and a crew 
configuration locating the pilot above and behind the gunner. The Apache’s 
improvements include: twin-turbine engines with IR suppressers; thermal- 
targeting, laser-designating systems; advanced navigation aids and FLIR for the 
pilot; as well as increased crew armor and crash protection. 

The AH-64 Apache is armed with a 30mm chain gun under the nose, anti-tank 
missiles, rockets, and, in later versions, air-to-air missiles. 


Figure 1-6. 
AH-64 Apache 
Attack 
Helicopter. 
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Apache Weapons Loadout 


¢ 30mm chain gun with 1200 rounds 
e 2.75-inch folding-fin rockets—two/four pods holding seven or 19 rockets 


in each pod 


e Hellfire anti-tank missiles—four missiles per rack, up to four racks 
e 2 Sidewinder air-to-air missiles 


Understanding the Ordinance 


Ordinance is like any other tool—it pays to have the right one for the job. ‘Table 1-1 
prioritizes ordinance in order of effectiveness, by firing platform and target type. 


Table 1-1 


Ordinance Choices in Decreasing Precedence 


Encounter 


M-1 vs T-80 
M-1 vs BMP 
M-1 vs Bunkers 
M-1 vs Ground 
M-1 vs Helo 
T-80 vs M-1 
T-80 vs Bradley 
T-80 vs Bunkers 
T-80 vs Ground 
T-80 vs Helo 
Bradley vs T-80 
Bradley vs BMP 


Bradley vs Bunkers 
Bradley vs Ground 


Bradley vs Helo 
BMP vs M-1 
BMP vs Bradley 
BMP vs Bunkers 
BMP vs Ground 
BMP vs Helo 


1st 


sabot 
HEAT 
HEP 
artillery 
machine gun 
sabot 
HEAT 
HE frag 
artillery 
machine gun 
TOW 
HEI 
TOW 
HEI 
SAM 
AT-6 
HEI 
AT-6W 
HEI 
SAM 


2nd 


HEAT 
HEP 
artillery 
HEP 


HEAT 
HE frag 
artillery 
HE frag 


air support 
AP 
artillery 
AP 
machine gun 
air support 
AP 
artillery 
AP 
machine gun 


3rd 


air support 
sabot 
HEAT 
HEAT 


air support 
artillery 
HEAT 
HEAT 


artillery 
air support 


air support 


artillery 
air support 


artillery 


4th 


artillery 
air support 
air support 
sabot 


artillery 
HEAT 
air support 
sabot 


AP 
artillery 


artillery 


AP 
artillery 


AT-6 


5th 


HEP 
artillery 
sabot 
air support 


HE frag 
air support 
sabot 
air support 


HEI 
TOW 


TOW 


HEI 
AT-6 


air support 
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Now that you know how to allocate weapons to target type, the next step is 
understanding the effectiveness of each ordinance type. Because effectiveness 
varies based on a lot of factors, you can’t always determine a fixed hits-to-kill 
number. The figures in Table 1-2 represent the definable range of this value, or 


the Aits-to-kill ratio. 


Table 1-2 


Hits-to-Kill Ratios Indexed by Ordinance and Target Type 


Weapon Type 


25/30mm autocannon AP 
25/30mm autocannon AP 
25/30mm autocannon AP 
25/30mm autocannon AP 
25/30mm autocannon AP 
25/30mm autocannon HEI 
25/30mm autocannon HEI 
25/30mm autocannon HEI 
25/30mm autocannon HEI 
25/30mm autocannon HEI 
TOW-2 

TOW-2 

TOW-2 

TOW-2 

TOW-2 

Spandrel AT-5 

Spandrel AT-5 

Spandrel AT-5 

Spandrel AT-5 

Spandrel AT-5 
120/125mm APDS 
120/125mm APDS 
120/125mm APDS 
120/125mm APDS 
120/125mm APDS 
120/125mm HEAT 


Target Type 


M1/T-80 
M3/BMP 
helo 
bunker 
ground 
M1/T-80 
M3/BMP 
helo 
bunker 
ground 
M1/T-80 
M3/BMP 
helo 
bunker 
ground 
M1/T-80 
M3/BMP 
helo 
bunker 
ground 
M1/T-80 
M3/BMP 
helo 
bunker 
ground 
M1/T-80 


Hits-to-Kill 


25-50 
2-5 
15-20 
100 
1-2 
100 
2-3 
17-20 
100 
1-2 
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Weapon Type Target Type Hits-to-Kill 
120/125mm HEAT M3/BMP 1-2 
120/125mm HEAT helo 4-100 
120/125mm HEAT bunker 1-2 
120/125mm HEAT ground 1-2 
120/125mm HE M1/T-80 7-20 
120/125mm HE M3/BMP 1-2 
120/125mm HE helo 2-20 
120/125mm HE bunker 1-2 
120/125mm HE ground 1-2 


The program’s basic damage tables are based on weapon fired and target. The 
tables further modify actual target damage based on the target’s zone or facing 
relative to the firing weapon. 

We’ve divided each vehicle modeled in the game into 16 zones or facings 
(numbered 0-15, in programmer speak). Facing 0 and 15 are frontal; facing 1, 2, 
13, and 14 are front-oblique; facing 3, 4, 11, 12 are side; facing 5, 6, 9, and 10 are 
rear-oblique; facing 7 and 8 are rear. 


Figure 1-7. 
9 Standard 
facing zones 
8 on Abrams 
: MBT. 
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Table 1-3 expresses modifications as percentages of total possible damage for 
each vehicle, based on the facing hit. 


Table 1-3 


Percentage Modifier to Base Damage Results Based on Target Hit 
Area, or Facing 


Facing M1 M3 T-80 BMP 
0 39% 78% 70% 86% 
1 59 82 74 88 
2 86 86 78 90 
3 96 90 82 92 
4 97 94 86 94 
5 98 96 90 96 
6 99 98 94 98 
7 100 100 100 100 
8 100 100 100 100 
9 99 98 94 98 
10 98 96 90 96 
11 97 94 86 94 
12 96 90 82 92 
13 86 86 78 90 
14 59 82 74 88 
15 39 78 70 86 


Obviously, there’s a lot more to the ballistic combat model than initially meets 
the eye. The next section brings to light a number of other “secret” or undocu- 
mented simulation features. 


All of these tips are relevant to single-unit functions. The next 
aie chapter, Advanced Armor School, reveals additional multiple-unit 
coordination secrets. 
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Top Secret Data 


The following subsections reveal facets or features of Armored Fist you won’t find 
in any other written source. Some are sexy, some not so sexy. All of them enhance 
your understanding of the game. 


Sliding Weights 


When missions are played from within a campaign, the campaign controls how 
each side is weighted. For example, in a training campaign mission, the enemy side 
may be set to have little effect on your side, so your side can kill lots of enemies 
easily. However, when playing a mission through the “Battles” menu selection 
(outside a campaign), each side always is weighted equally. 


Manual and Auto Prompts 


The Settings screen’s Prompts option enables or disables a prompting dialogue 
box that appears in the game to offer certain options. When you exit a tank that’s 
in Manual mode, the dialogue asks if you would like the tank set back to Auto 
mode. 

This dialogue helps beginners avoid the confusion that can arise from 
inadvertently leaving a tank in Manual; therefore, the prompt defaults to Auto. 
Experienced players may want to turn off this setting for more streamlined play 
with fewer interruptions. When you turn off prompts, tanks will remain in Manual 
mode if you leave them that way. 


Auto Turret Control 


The Auto Turret Control option in the Settings screen is similar. This defaults to 
On to simplify the game for beginners. When Auto Turret Control is on, in many 
cases the tank’s turret automatically re-centers to face the direction in which the 
tank is moving. 

This happens whenever a target lock is lost (because the target was destroyed, 
because the target went into a smoke grenade cloud, because the target went out of 
sight behind a hill, and so on). It also kicks in if you choose ‘Target Lock when a 
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target already is locked, allowing one-button control to lock a target, then unlock 
it and face forward. 

This mode’s big advantage is that it minimizes possible confusion when a tank 
ends up facing in a direction different from the one it’s driving in. If you turn off 
this option in the Settings screen, the turret never automatically re-centers 
without your direct command. This is attractive to players comfortable with 
controlling tanks and keeping track of the two directions (driving and turret 
facing). It also will be of interest to players using the ThrustMaster FCS or CH 
Flightstick Pro, because these controllers’ hat switch controls simplify driving and 
slewing the turret at the same time. 


The two additional buttons on the ThrustMaster FCS act differently 
depending on whether Auto Turret Control is turned off or on. 

— When on, they control artillery request and smoke-grenade 
launching. When off, they control weapon selection (cycling) and 
explicit target-lock release and turret re-centering. 


Gearshifting 


Each tank has a set of Gearshift controls featuring Drive, Low, Neutral and 
Reverse. You can set these when playing with a mouse. They affect gas- and brake- 
pedal function. 

The gearshift is semi-automatic. When the tank is in Drive or Low, it 
automatically switches between the two depending on terrain. When playing 
with a joystick, however, the gearshift is controlled automatically and can’t be 
changed. The tank automatically chooses the appropriate gear based on joystick 
input and terrain. 


Company Identification 


If you lose track of the tank you’re in, press the (1) key from any tank console for a 
brief display of the tank’s company identification (platoon number, unit number). 
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Smoke Grenades 


Beginning players often forget to employ the smoke grenade feature. Each tank is 
loaded with 20 smoke grenades. When a grenade is fired, it is launched ahead of 
the tank and spreads out to a fairly wide area. While inside the perimeter of a 
smoke grenade, the tank can lock on other targets but can’t be locked on by others 
(including helicopters). 


The Training Campaign 


The training campaign is an excellent vehicle to practice driving, as well as locking 
and engaging targets. Once you assimilate your Armored Fist documentation data 
and this chapter’s supplemental material, it’s time for some single-unit 
engagements. Don’t bother with the CCV screen at this stage; we’ll cover that in 
Advanced Armor school. 

Make sure you spend time in all vehicle types. Though we take the viewpoint of 
Western forces, you'll learn a lot about your enemies by spending some time in 
their boots. 


Graduation Exercises 


So there you have it, gentlemen, the basic dope on the Armored Fist vehicles and 
weapons. That’s all we cover at Basic Armor school. In Advanced Armor school, 
we'll show you how to use this knowledge tactically. Now, get busy on the training 
ground while we prepare the next course of instruction. Time is of the essence! 


o | 


o, now you think you know a little something. Well, I've got a news flash for 
S you, gentlemen: you've barely scratched the surface. The troops you'll 
command still know a helluva lot more about this business than you do. Never 
forget that! The only thing you've proved in graduating from Basic Armor School 
is that you are trainable. Now we find out to what degree. 

You've had some time on the training ground by now. You should be 
comfortable in command of single vehicles, both MBTs and IFVs. If not, raise your 
hand and we'll roll you back to the basic course. No one . . . good. Let's continue. 

This course of instruction focuses on how to command both multiple units 
within a group, and multiple groups, to achieve your mission objectives. First, 
you'll master the intricacies of the Command & Control Vehicle (CCV). You'll be 
shown how to use the CCV in combat, and as a tool for planning and 
orchestrating new missions (editing scenarios). 

Learning the mechanics of orchestrating battle isn't enough, though—you also 
must know your men. As part of your CCV tour, you'll learn to manage your 
platoons, from rookies to veterans, and determine what formations they'll adopt 
in a given tactical situation. Armed with this knowledge, you'll be ready to play 
with “big-picture” items, addressed in the final course of instruction before you 
deploy to the op zone (Chapter 3). 

Questions? Good. Now get hot, gentlemen! If you slow down, you'll be 
backing up! 
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Touring the CCV 


The CCV remains behind friendly lines and out of “the action.” Unlike with tanks 
and personnel carriers, you can’t drive the CCV into battle. From your enemy’s 
perspective, however, the CCV is just as deadly; it provides the “command and 
control” with which you orchestrate the entire operation. 

After you start a mission, you enter the CCV by clicking on the upper left corner 
of the screen, or by pressing (Esc). The CCV’s main feature is the strategic display 
commonly called the CCV map. You can zoom in and out of this large overhead 
map. Icons represent various battlefield elements. Blue icons always represent your 
side, whether Western or Eastern, and red icons are always the enemy. 

As you view the CCV map, you must remember that being in the CCV does not 
mean youre omniscient. What you see on the map represents of the battlefield 
based only upon available reconnaissance. Field intelligence updates the CCV 
map automatically when enemies are spotted, but you still must depend on your 
field units for a constant flow of information if you expect to maintain an accurate 
tactical plot. 

If your units make no visual contact with the enemy, no new information is 
provided to confirm or deny enemy positions. Current reconnaissance data 
eventually becomes dated. Dated enemy positions disappear from the map, but this 


Figure 2-1. 
The CCV map 
presents only 
as much of 
the “big 
picture” as 
you've 
gleaned 
through 
proper 
reconnaissance. 
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doesn’t mean they’ve been destroyed. They merely have returned to unlocated 
status. In the end it’s up to you to maintain a mental assessment of the number and 
type of the opposing forces. This is much more difficult to do when commanding 
multiple groups than when controlling a single platoon. 


Air units are excellent reconnaissance platforms because of their 
greater visual horizon. Use them to scout ahead of your platoons 

a whenever possible. To see what they see, look at the CCV map 
periodically. 


CCV Menu and Status Bar 


A series of icons at the top of the CCV map screen makes up the CCV menu and 
status bar. From left to right, the functions are as follows. 


Figure 2-2. The CCV menu bar contains a number of useful tools to help you 
manage the action. 


Exit Mission 


Click on Exit Mission to leave the CCV and terminate the current campaign or 
mission. A dialogue box will appear asking you to confirm the decision to leave. 
Click Yes to leave or No to cancel. The screen will display current mission 
statistics for your perusal, and then release you to the Main Menu. To exit using 


the keyboard, press (Ait) (Q). 


Your progress in the mission is not automatically saved while in 


-n Battle mode. In Campaign mode, your progress in the ongoing 
campaign is saved automatically as of the last won mission, so 


you may continue the campaign at any time. 
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Company Status Screen 


Click on Company Status to enter that screen. Click again to get back to the CCV. 
Company Status gives you a look at the roster of each platoon’s commanders and 
equipment. Here you may specify your troops’ formations, movements and 
behavior patterns. 

Battlefield management involves not only knowing where troops are deployed, 
(both yours and those of the enemy), but giving specific field orders to platoons 
under your command. The Company Status screen enables you to issue standing 
orders and to survey the status of your platoons quickly by group and unit. The 
screen displays units that are 100 percent operational in white text, and destroyed 
or otherwise out-of-commission units in red text. 

Set platoon formation, advance orders, speed, even platoon-leader competency 
level via the Company Status screen. Used in concert, these four variables have a 
tremendous impact on platoon performance. Therefore, you must develop a 
thorough understanding of these issues to maximize your command effectiveness. 


Commander 


Using this toggle, you may select from four Commander types: Experienced, 
Standard, Rookie or No Action. Your selection affects platoon-leader behavior during 
every engagement. 

The No Action commander will never take action, a good way to keep a platoon 
out of the way in reserve or to set up the enemy for target practice. 

Your selection from the other commander types greatly influences experience 
level and thus platoon effectiveness. For example, a Rookie won't find target locks 
as quickly as an Experienced or Standard commander. An IFV operating under an 
Experienced commander may be more effective against enemy air support. In 
general, more experienced commanders are also more adventurous. An Experienced 
commander is more likely to let one of his units go out and chase a target while a 
Rookie will keep all the units in tightest possible formation. 

Given that general understanding, let’s examine these AI personalities a little 
more closely. 


Rookie 


Rookie commanders are unpredictable in a crisis. They seldom prioritize their 
threats correctly. When faced with stiff resistance, they are most likely to opt for 
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saving their own skins over completing mission objectives. They are least likely to 
take advantage of combined arms by calling in artillery or air support. By taking 
fewer risks, Rookie platoons are more survivable than their more experienced 
counterparts, but less effective at inflicting enemy casualties. 


Standard 


Think of Standard commanders as veterans with five or six years’ field experience, 
but no real combat time. When the rounds fly, expect these platoons to be a little 
cocky, slightly more aggressive than they should be for their own good. They’re 
more adept than Rookies in calling for fire support and accomplishing mission 
objectives, but they incur higher casualties in the process. 


Experienced 


Experienced commanders can make situation-specific tactical decisions (for 
example, shifting from wedge to column formation to traverse a minefield). They 
lay down the most accurate fire against enemy vehicles and won’t hesitate to call in 
copious amounts of combined arms support. Their highest priority is the mission 
objective, regardless of their own personal safety. 

For example, if a Hind threatens an Experienced commander while he’s trying to 
destroy the last objective, he’ll ignore the airborne threat to continue the assault. 
Experienced units are your most effective tools at taking the battle to the enemy, but 
they expose themselves to the greatest risk level of all unit types. 


Advance 


This gives the platoon its basic marching orders. There are four settings: Road 
March, Advance to Contact, Opportunity and Patrol. Again, each has a decidedly 
different impact on platoon performance. Also, commander experience level 
further modifies this impact. 


Road March 

In general, units proceed along their waypoints without deviating or breaking 
from assigned formation. Rookie platoons in Road March won’t return fire unless 
vigorously threatened, and never initiate attacks on targets of opportunity. Neither 
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will Standard platoons, but they’re more likely to call in air or artillery 
bombardment. In this mode, Standard platoons always return fire when fired upon. 

Experienced units in Road March will proactively engage all targets of opportunity 
and return fire when fired on first. They frequently employ air and artillery calls- 
for-fire during their transit. 


Left to their own devices, Standard and Experienced commanders 
sometimes expend all available air and artillery support missions 
in a scenario without your interaction! 


Advance to Contact 


In general, these units proceed along their defined waypoints but will break 
formation to pursue any encountered targets. Once these are eliminated, the units 
proceed to the nearest waypoint and resume their original course. Rookie platoons 
initially will pursue targets of opportunity, then break off the engagement if they 
meet with heavy resistance. 

Standard platoons pursue enemies relentlessly, often over-pursuing into 
overlapping fields of fire from other enemies in the area. Rather than 
automatically call for support against these emerging threats, Standard platoons are 
more likely to attempt managing the engagement themselves, often to their 
detriment. Experienced platoons also pursue targets aggressively, but are more likely 
to call for combined arms support when they meet with heavy resistance. 


Opportunity 
Dug-in units find this mode of operation very useful. When employed, these units 
will take shots of opportunity while remaining fixed in their prepared positions. 
Rookie units in this mode are least likely to shoot and almost never use combined 
arms. Standard units are more likely to engage, either directly or indirectly, but 
may not always take the best shots. Experienced units employing this mode from 
dug-in positions can devastate the opposition. They also operate well in this mode 
during transit. 


Patrol 

Useful for defensive missions. Units in Patrol mode proceed along a defined path 
in a loop. Use this mode to have one platoon secure a perimeter around a 
particular area. This setting differs from the other three in that the tanks will keep 
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circling from waypoint to waypoint and almost never deviate from their assigned 
path. In all other respects, the differences between Rookie, Standard and Experienced 
platoons are roughly identical to those listed under “Road March.” 


Formation 


This command tells the platoon which tactical formation to assume during the 
advance. Each of six available formations is appropriate for a different battle 
situation. As before, this variable interacts with the other settings for the platoon 
to determine their overall force posture and battlefield effectiveness. 

Remember that Experienced platoons can change formation on the fly. 


Diamond 


When advancing toward an objective, this formation gives each vehicle a clear line 
of fire in its quadrant. Use this formation to protect the M3 Bradley or BMP-2 
while it acts in the air-defense role. Positioning the Bradley or BMP in the center 
rear can provide anti-helicopter cover to all platoon vehicles. 


Figure 2-3. 

The Diamond formation, a good “all around” formation, 
provides an equivalent mix of offensive and defensive 
capability. 


Bradley and BMP IFVs can reload their SAM batteries (this is 
undocumented anywhere else). If they are pulled back out of the 

di action so they don't fire a round for a minute and a half, the tubes 
will reload automatically. Bradleys begin with two missiles loaded 
and have 10 in reserve. BMPs begin with four missiles loaded and 
12 in reserve. 
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Line 


Also known as a “line abreast,” this formation is only appropriate when the axis of 
enemy threat is known. The intent is to face the threat with all members of the 
unit, placing maximum platoon firepower on the enemy. If the enemy position 
remains unknown, do not employ this formation; it leaves your flanks and rear 
vulnerable to enemy attack from those quadrants 


Figure 2-4. 
Use Line formation when attacking or defending over 
relatively flat terrain. 


Column 


The Column formation minimizes firepower to front and rear, maximizing it to the 
flanks. While not the best fighting formation, it’s still one of the best for moving 
your troops from here to there, and is best used in conjunction with Road March. 


Figure 2-5. 
Use a Column formation to move a platoon through 
restricted areas like minefields or mountain passes. 


The Column formation promotes a slightly higher chance of 
— fratricide (blue on blue kills) from Al subordinates than other 
formations. 


Wedge 
The Wedge formation provides a rapid and effective defense against an attack from 


the flank while allowing effective fire in the forward quadrant. Exposure to attack 
from the rear is much greater than with the Diamond formation. 
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Figure 2-6. 

Use the Wedge formation, like the Line-Abreast, 
to advance against an enemy when the direction 
of the threat axis is known. 


Refuse Left/Right 


A variation on the Wedge, Refuse Left/Right provides a more effective defense from 
flank attack while allowing the platoon to engage enemies effectively in the 
frontal arc. 


Figure 2-7. 

Refuse Left/Right formations bias 
your firepower toward the forward 
left or right quadrants respectively. 


When choosing any formation, consider the terrain to be 
traversed, minefield proximity to your travel route, and known 

— enemy positions. Remember that you can return to the Company 
Status screen at any point in a mission to alter a given platoon’s 
current formation. 


Speed 


These settings order the speed of platoon advance or retreat. Four speeds range 
from slow to maximum. Although the faster your units go the harder they are to 
hit, it is also true that the faster they go the more likely they are to blunder into 
enemy fields of fire. 

In other words, your units are less likely to get in the first shot at higher rates of 
speed, but they also are less likely to get hit by the enemy’s first shot. Experiment 
with speed in a variety of tactical situations to develop a feel for managing this 
parameter consistently to advantage. 
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Take Command 


Click on Take Command to take you out of the CCV and into the action, placing 


you immediately into the MBT or IFV currently selected in the strategic map. To 
take command using the keyboard, press the (Spacebar). 


Mission Briefing 


This button displays the Mission Briefing screen, where you can review standing 
mission orders. To access Mission Briefing using the keyboard, press (Alt) (B). 


Map Zoom In/Out 


Zoom changes strategic map scale. There are three levels of magnification. The 
legend in the lower left corner of the map provides a numerical indication of the 
current scale in meters. Left-click on Zoom to zoom in. Right-click on Zoom to 
zoom out. On the keyboard, press (+) to zoom in, or (=) to zoom out. 


The Zoom feature is useful to focus on specific engagements and 
the terrain in which they occur. Be forewarned, however, that while 

a viewing the map at high levels of zoom you may not notice off- 
map enemy units that are still in range. You also will have much 
less advance warning of approaching enemy helicopters, which 
appear on the map as fast-moving red dots. 


Time Acceleration Switch 


Use the Time Acceleration Switch to set the speed at which events occur. Normal 
“real-time” simulation is “1x.” Armchair generals impatient to see the outcome of 
their master strategy can accelerate up to eight times normal speed and watch it 
play out on the strategic map. 

Left-click on Acceleration to accelerate the simulation. Right-click to decrease the 
setting. From the keyboard, press to speed up time or (=) to slow it. 
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Simulation rates vary depending on the speed of your operating 
-n system. Also, if you take command of a unit, or a shot is fired by any- 
one, the acceleration level is automatically reduced to normal time. 


Unit/Platoon Switch 


The Unit/Platoon icons switch between the Unit view, which displays platoon 
units individually, and the grouped Platoon view displaying only the platoon 
leader. Click on the icon or press [P] to toggle between Unit and Platoon. 


Editing Mode Button 


Editing/CCV switches between CCV and Editing mode. You play missions in CCV 
Mode. Editing mode accesses Edit-specific functions of the strategic map. Locked 
missions deny access to Editing mode while the current mission is loaded. 


Since knowledge of the enemy position and strategy is so 
dii important to battle outcome, many missions are locked so you 

may not view mission layout. Unlocked maps for all missions are 

included in the debriefing sections of chapters 4 through 9. 


CCV Status Bar 


You'll find the status bar at the far top right side of the menu bar. The lock symbol 
on the status bar reveals whether a mission is locked or unlocked. You also can lock 
an unlocked mission by clicking on the lock icon. If you are in Edit mode you can 
then save the mission in the locked state. 


a Once you save a game as locked, you can never unlock it. 


The number on the right side of the status bar indicates the current time- 
acceleration factor, ranging from 1x to 8x. (See “Time Acceleration Switch” 
section earlier in this chapter.) Four other controls/displays beneath the row of 
tactical map controls assist you in both CCV and Editing modes. 
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Current Message Window 


This window displays the activity of the currently selected unit. Generally, the 
listing you will see is “advancing to waypoint.” 


Unit Information Window 


The Unit Information window is a handy reference displaying platoon and unit 
numbers, vehicle types and control status (A for Auto, U for User) of the unit 
selected in the Strategic Map window. 


Buttons 1 through 4 


Click on any highlighted button to center the platoon leader on the strategic map. 
A shaded button indicates whether a platoon number is involved in this scenario, 
or has already been destroyed. In addition to these buttons, there are other ways to 
locate your units in the heat of battle. 

The CCV Company Status screen displays all of units in the company as a table. 
Use this to locate quickly any unit on the map. From the CCV, go to the Company 
Status screen (press or click on Co Status on the menu bar), then click on any 
listed unit (dead tanks cannot be selected). A triangle bullet indicates the unit 
selected. Return to the main CCV map screen (again, or click on the menu- 
bar button) and the desired unit is centered on the screen. 

A special key ((*) on the keypad) also centers on the currently selected unit. 
Centering is done once for all of these features; as units move, the map will not 
follow automatically. 


The Secret of Tracking Selected Units 


A secret feature causes the map to center on a selected unit and remain centered on 
it as it moves around the map. Turn this feature on and off by pressing 
from the CCV. This feature resets each time you go into the CCV. 


Pause/Play Indicator 

When this indicator reads In Action, the simulation and mission are underway. If 
it reads Paused or Edit, it means the simulation either is paused or in Edit mode. 
Time does not advance while editing a scenario. 
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meti Floating Tool Kit (cev Mode) 


The Floating Tool Kit provides tools for working on the strategic map. The Tool Kit 
can be picked up and moved to any convenient location within the Strategic Map 
window. To move the Tool Kit, hold down the button and then drag the Too/ Kit to 
the desired location. 

In CCV mode the Too/ Kit includes the following tools: 


e Select: Use to select units and items in the strategic map display. 

e Move Map: The hand-shaped Move Map tool lets you quickly 
“slide” the map around to achieve the desired vantage point. 

e Set Waypoints: In Auto mode, platoon leaders follow paths, determined 
by waypoints, to their destinations. In User mode, the red compass mark 
points to the path’s next waypoint. 


In most battles, paths displayed on the strategic map connect small green 
squares, or waypoints. Use the waypoint tool to add points and paths by clicking 
on the destination. This extends the path to the new point. The platoon leader will 
follow this path if he is in Auto, and the next waypoint will always appear as a 
green pointer on the vehicle’s tactical map compass. 


Examine a battle from the CCV before you play it. You may find 
that some of the pre-set paths take you right through the middle 

_— of a minefield or a concentration of enemy units. You may want 
to cut out existing paths and lay down new ones that avoid 
problem areas. 


e Cut: To cut path points using the CCV scissors tool, you can left-click 
to cut a single point or right-click to snip the path at that point. 
Right-clicking on the first point in a path (linked to the platoon leader) 
deletes the path. Use this tool along with Set Waypoint to create new paths 
and movement tactics in any battle. Experiment with this feature to get a 
feel for it. It is a very powerful tool and using it can make some battles 
easier to win. 
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The Floating Tool Kit (Edit Mode) 


In CCV mode the Floating Tool Kit has limited Figure 2-8. 
functionally. In Edit, six new tools become All features 
available, along with new functions for existing of the 
tools. Most of the tools you need to construct a Floating Tool 
battle scenario can be found in the Floating Tool Bar become 
Kit and Edit menu bar. available 

in Edit mode. 


Select Mission Goal 


The Select tool has an additional function in Edit mode. Having selected normally, 
“control-clicking” on any vehicle, artillery base or target sets them as Mission 
Goals. (To “control-click” hold down the key while clicking on the left 
mouse button.) You must destroy mission goals to successfully complete a mission. 

When a flashing cross appears over any object, that object becomes a goal. 
Mission goals also show up as flashing dots in the unit tactical map and the Threat 
Indicator during game play. Control-click on an existing mission goal to remove it 
as a goal. 


_— You must have at least one mission goal to design 
a playable mission. 


Set Waypoints (Enemy) 


In Edit mode, Set Waypoints works the same as in CCV mode, but now you to also 
may set points for the enemy. Using the Select tool, click on a desired enemy 
platoon leader unit. Click on Set Waypoints and lay down paths as described on 
page 29. 
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Cut 


In Edit mode, the Cut tool allows you to cut both your waypoints and the enemy’s. 
It also will cut out any vehicle, target, artillery base, trees, or minefields. The Cut 
tool will cut the element closest to the position of the click. When several 
elements are clustered together, it’s wise to zoom in on the map as far as possible 
to avoid accidentally cutting the wrong element. 


Air Base Placement 


The air base represents the map location from which choppers will come and to 
which they will go when they’re through; however, there is no physical base there to 
see. In Edit mode from the CCV, you can see and move around base locations. This 
works a little differently from some of the other construction set tools because the air 
bases are different. There is one and only one air base for each side in any mission. 

Air-base position allows mission designers to determine from what direction 
choppers will come and how long after being called it will take for them to arrive. 
Choppers will arrive within seconds of request from a base placed just over the 
hills from a battle location. If the base is far off, you'll be forced to hold on longer 
alone before receiving assistance from the air. 

In Edit mode, place air bases from the CCV by selecting the air base tool (a 
helicopter icon). With this tool selected, left-click on the map to place the friendly 
air base and right click to place the enemy air base. ‘Io move a base, select this tool 
and left- or right-click to place it. Because there is only one base per side, this causes 
the base to be moved from its previous location to the location specified by the click. 


a Air bases are only visible in the strategic map 
when you're in Edit mode. 


Artillery Base Placement 


This tool lets you place a standoff MRLS and anti-armor artillery unit in the battle 
zone. The positioning of this unit has no impact on the delay between the request 
for fire support and arrival of the initial salvo. Positioning is important for 
defensive purposes, however. These units do appear in the simulation and can be 
engaged by the enemy. 
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Each side is allowed up to three artillery bases per battle. Each base can support five 
calls for fire in a given scenario. Each call-for-fire consists of about a dozen rounds. 


Place Minefield 


Use this tool to place minefields on the map display. Mine damage rarely will knock 
an MBT or IFV out of commission, but it can throw a track, and these take some 
time to repair. Average track-repair time is two minutes. Average engine-repair time 
is four minutes. Both times are grossly abbreviated from their real-world 
counterparts, but this was a conscious design decision to aid the pacing of the model. 
Left-click on the icon once to select the tool, then right-click on Place Minefield to 
choose mine type from the Choose Mine dialogue box. The three mine types are: 


e Enemy. You can’t see it on your maps but it will explode if you go over it. 
e Friendly. You can see them and they won’t damage your side. 
e Rogue. You can see them and they’ll damage either side. 


Once you choose the minefield type, click on the terrain in the strategic map 
where you want to place it. 


Mines are deadly and can be very frustrating, particularly if you 
a can't see them. When creating your own missions, consider using 
only Rogue or Friendly mines. 


Secret Smoke Using the Minefield Tool 


There’s a secret to putting smoke generators into the game from the CCV. In 
Edit mode, select Minefield. Instead of clicking normally on the map, click while 
pressing Alt to place a smoke generator on the ground at that position. The 
generator itself won’t show up on the map and has no effect in the game other 
than generating black smoke. You can use this to make missions look more 
interesting, or simulate burning elements after battle. 


Place Vehicle 
Place new units into the strategic map using this tool. It’s a good idea to have the 


location, type and side of the unit in mind before selecting. Click on Place Vehicle, 
then click on the map location to place the unit. 
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When you place the new unit on the map, hold down the mouse button and 
drag away from the unit. A line will extend from the unit in the selected direction. 
When the line indicates the direction you want the unit to face, release the mouse 
button. Now a small dialogue box appears offering choice of vehicle type and 
whether or not it will dig in. Select your choice with the pointer, and the vehicle 
will be positioned. (If buttons for either Western or Eastern tank types are dark 
and unselectable, it means that side is full and you may not add units.) 


l Dug-in vehicles are harder to hit, but you lose the advantage if the 
~~ unit drives out of its pre-position location. A dug-in vehicle won't 
follow its platoon leader unless driven out manually. 


Place Trees 


Enhance terrain features with trees, cacti and bushes using this tool. Right-click 
on the Place Tree icon to select it. A dialogue box allows you to select from a short 
list of flora. Click on the desired tree type, then click on the spot on the strategic 
map where you want it placed. (Note that placing too many trees can slow down 
the simulation.) 


Place Target 


Add objectives (and variety) to a given battle design by placing battlefield targets 
with this tool. You also may designate targets as mission goals. Right-click on the 
Place Target icon to select; the dialogue box allows you to select a type or target 
from a short list (including bunkers, fuel tanks and so forth). Click on your 
selection, then click on the desired terrain location on the strategic map. 


The Edit Mode in Detail 


Armored Fist gives you total control over mission building. The built-in editor 
allows you to create everything from a small scenario to an extremely sophisticated 
battle. The advanced edit features let you play field commander, playing out 
countless scenarios and giving you the capability of exchanging them with your 
friends. It’s up to you to decide where to place battlefield elements, and to set the 
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battle in motion. When creating your first battles, start with just a few elements 
and experiment. Trying out the powerful mission tools and playing with smaller 
scenarios familiarizes you with the fine points of battle building. 


Entering Edit Mode 


Go to the CCV by selecting either the Battle or Campaign icons from the main 
menu. Once in a vehicle, press (Esc). This puts you inside the CCV with the game 
still running. Press to pause the game. 

Depending on whether you want to build a new mission or modify an existing 
one, you'll want to do one of the following: 


e To build a new mission, clear the existing mission by pressing (Alt) (N). 
This clears all items except the current terrain. Any changes to an existing 
mission are permanent! 

e To modify an existing mission, you must unlock the selected battle. 

The status bar Lock icon in the open position verifies its unlocked status. 


Now you may enter Edit mode. Click on Edit or press (E). The game will 
stop running and you will be able to edit all battle parameters. 


~ You can always start a new battle by pressing (N). 


Building a Battle 


‘To create a battle from scratch, use the Mission Clear button. Clicking on Clear 
deletes some or all of the units and features from the current map. A dialogue box 
asks which elements to clear. Proceeding leaves the terrain map plus whatever 
elements you chose not to clear. 

When creating a battle one of your first decisions is terrain type. If the terrain 
that remains after you used the Clear button is fine, you may skip this step. 
Otherwise, choose a new terrain with the terrain selection tool, located in the Edit 
menu bar at the top of the screen. 
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Click on the Map icon and a dialogue box presents a selection of possible maps. 
Use the scroll buttons to find the map you want, and click to select it. When you 
find a map, click on OK to load it. The button in the upper right of the dialogue 
box lets you select a daylight, dusk or night mission. 

Having established the lay of the land, it’s time to consider the tactical problem. 
Is this a meeting engagement? An assault against a mobile or static defense? 
Without a clear objective, your scenario designs will seem disjointed or out of 
balance. Once you determine the tactical situation to illustrate, however, you'll 
find that most of the rest of the pieces fall naturally into place. 

Your next step is to determine friendly and enemy orders of battle. Will 
ageressor forces be outnumbered and, if so, by how many? They may be slightly 
stronger in MBT but deficient in IFVs, despite a heavy enemy air threat. Or 
perhaps you want a small defender group to fend off a grossly larger attacking 
force using combined arms support. 


Figure 2-9. 
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When you determine each side’s approximate force mix and the relative balance 
between the two, it’s time to place your forces. The manual adequately explains the 
technical procedures of doing this. 

When placing units, carefully consider the specific terrain they’ll occupy. Do 
defending positions guard the natural avenues of approach to the objective area 
(which you can fill with mission goals at any point of this process)? Should you 
concentrate mission goals in one area, or spread them out in two or more objective 
areas? In the latter case, you must split your forces and position them to defend 
both objective areas. 

Once you’ve determined starting positions of all forces, you must design a 
waypoint structure supporting your scheme of maneuver. For example, to defend a 
single objective area with two platoons, you may wish to place one platoon in a 
static, dug-in position and the other in a mobile circular patrol around the area 
guarded. This makes more sense than sending both platoons on patrol patterns 
away from the mission goals. 
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Determining the scheme of maneuver and waypoints isn’t difficult. Use 
common sense and refine your selections during the play-test phase. 

After you’ve placed all friendly and enemy units, select the Company Status 
screen (press Tab or click the Company Status screen button in the CCV menu bar). 
Set all the platoon attributes for your side, as discussed in the “Company Status 
Screen” section earlier this chapter. Press to set the other side’s platoon 
attributes. (Make sure you’re in Edit mode and in Company Status before pressing 
(S}.) When you hear a beep you'll see all the other side’s platoon attributes. 
Set your preference and exit Company Status. 

The final step in designing the mission is to establish a time limit to accomplish 
mission goals. The “Set Time Limit” dialogue box lets you do this, or to specify 
no time limit for an edited mission. Once you’ve set a time limit, the battle must 
be completed before the time expires. 

Save your new battle using the Mission Save feature in the Edit menu bar. 
Click on the Save Battle icon and type in the battle’s name in the dialogue box’s 
name field. Click on Save to save your mission, and on Cancel to exit the process. 
Once saved, your battle can be selected through the main menu’s Battles 
selection at any time. 


To lock the mission before saving it click on the Lock icon. Once you 
-n save a locked battle, however, you'll never be able to edit it again. 
It’s not a good idea to do so until you've play-tested your design. 


Play-Testing Your Battles 


The proof is in the pudding. What looks good on paper (or on your Edit screen), 
may fall apart once it’s set in motion. Play-testing makes the difference between a 
lousy design and a good one, and lots of play-testing makes the difference between 
a good design and a great one. Ask yourself these questions: 


e Do units come into contact both when and where I expected them to? 

e Do the computer AI platoons win without human intervention? 
If so, the mission is too easy. 

e Given the target types they encounter, do aggressor forces have enough 
appropriate ordinance to accomplish the mission? 

e Do I use terrain intelligently for both offensive and defensive forces? 
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e Do I need more ground cover to break up fields of fire or additional 
areas to conceal mission objectives or defending forces? 

e Are the platoons behaving as expected based on Company Status 
screen selections? 

e Have I built in sufficient air and artillery support to provide a 
reasonable force mix for each side, while denying an overwhelming 
advantage to either? 

e Would this mission be more interesting at another time of the day? 

e Have I included enough tertiary, non-mission goal targets to drain 
aggressor force resources? 

e Have I placed minefields so they constrict enemy avenues of advance 
(as in the real world)? Have I covered these avenues with overlapping 


defender fields of fire? 


The more you tweak the design, the better it generally gets. Keep your audience 
in mind (for example, is this for new players or hard-core veterans?) and never 
consider any design complete until you can respond with an unequivocal “Yes” to 
the following question: Is it fun to play? 


Note: The ballistic model has a quirk in it that you must remain 

aware of at all times in the field. If there is a burning hulk between 
_— you and your chosen target, the collision box for that destroyed 

vehicle will intercept all of your additional fire, even if you have 

a clear targeting rectile on the more distant target! 


Graduation 


Stand tall, gentlemen! You now know more about the inner workings of 
command in Armored Fist than any colleagues who failed to attend this course. If 
you are the devil-dogs | expect you to be, you're probably itching to use this new- 
found wisdom in combat. That time is not far away. First, however, you've got to 
make it through the final phase of your instruction. 

My time is over, gentlemen. Your new instructor is Major Emrich. I've done my 
job. Have a nice day. Now, there's the door. 


37 


Staff Command Academy 


ood morning, gentlemen! My name is Major Emrich. | am your instructor for 
the final phase of your pre-deployment training. You already should have 
mastered the mechanics of war. | will teach you the art inherent in it. 


All wars should be governed by certain principles, for every 
war should have a definite object and be conducted 
according to the rules of the art. 

—Napoleon | (1769-1821) 


Without an objective, conflict is pointless. The most logical way to achieve an 
objective is by defining a series of intermediate steps, or guidelines, supporting the 
goal. In warfare we benefit from thousands of years of military history defining 
these guidelines. 

Here we focus on strategy and how to apply the principles of war in Armored 
Fist. Strategy covers the larger and broader planning elements. The smaller and 
more detailed aspects of military planning are called tactics. In the words of Carl 
von Clausewitz, the great 19th-century military thinker, “Tactics is the theory of the 
use of military forces in combat. Strategy is the theory of the use of combats for 
the object of the war.” 

In terms of strategy, nine generally accepted principles of war have evolved over 
the ages. A successful military operation, whether strategic or tactical in nature, 
relies upon them for its success. 
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The Nine Principles of War 


We all know those who remain focused on their goals are likely to achieve them, 
particularly veteran military officers. Those who lose their focus or, worse, who 
don’t have clear goals, can’t hope to achieve consistent victories on the battlefield. 
As Horace said in his Odes, “Vis consili expers mole ruit sua.” (Force without good 
sense falls by its own weight.) 

War is madness, but there is a method to it. This method to winning has been 
probed and analyzed over millennia of historical study. Consider the lessons you are 
about to learn the heart of what constitutes good strategic thinking. With time and 
experience, you'll expand on the foundation these principles provide, but they must 
always remain at the core of your planning. 


Allow us to introduce you to these widely regarded nine principles of war. 


The new inventions of the last 20 years seem to threaten a 
great revolution in army organization, armament and tactics. 
Strategy alone will remain unaltered, with its principles the 
same as under the Scipios and Caesars, Frederick and 
Napoleon, since they are independent of the nature of arms 
and the organization of the troops. 

—Antoine-Henri de Jomini (1779-1869) 


Objective 


Every military operation must drive toward a decisive, obtainable goal. That goal is 
the objective. In Armored Fist, we determine these goals on a per-scenario basis. 

Most of your missions are inherently offensive “search and destroy” profiles. You 
receive orders to mount an expedition into enemy-controlled territory and take out 
key objectives, engaging other targets of opportunity along the way that threaten 
the accomplishment of the primary mission. 

‘Two things always stand in the way of these goals—the enemy and time. You can’t 
control the former, but you must learn to manage the latter to ensure success. 


40 


Staff Command Academy is- 


Leth Pd eg Lt ee ti Da es ep eg Peg gon Pp se Ea es Peels Ps Ig ae ty Pe Pp ge ee a 


Offensive 


Only offensive action achieves decisive results. This is the second principle of war. 
The best that defensive action alone can achieve is stalemate, which is not decisive. 
To win, you must take the offensive and move against the enemy. Even when con- 
ducting a strategic defensive, launching appropriate counterattacks at decisive points 
and times can keep the player on the strategic offensive off balance, forcing him to 
pull back, regroup and reorganize before he moving his forces forward again. 

Simply put, troops either can wait for something to happen or they can make 
something happen. In general, if you make something happen you’re on the offen- 
sive; if you wait for something to happen, you’re on the defensive. Let’s examine 
both states, beginning with the offensive. 


Taking the Offensive 


Units on the offensive control an engagement’s tempo, particularly when and where 
battles are fought. The offensive controls contact with the enemy, seeking weak- 
nesses in the enemy’s defense. The offensive also forces the enemy to react to the 
offensive action, reducing the defender’s ability to develop his own offensive plans. 
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Figure 3-1. Refer to the tactical map to keep track of your objectives 
while you move and fight. 
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Taking the offense remains an important principle even when a smaller army 
faces a larger one. By counterattacking at the weak points of an enemy’s army, 
appearing suddenly where he least expects you, you harry him and force him to 
worry about his own security. Your threat may divert his resources from his offen- 
sive, and that can have any number of benefits. 

In planning your offensive, consider your scheme of maneuver. Often you must 
traverse or maneuver around choke points on the map that are between your initial 
position and your objective. A clever defender prepares to meet the enemy at these 
passes. Here defenders can gain a localized military advantage, inflicting dispro- 
portionate losses on enemy units forced to traverse these choke points. 


De l'audace et toujours de l'audace. (Audacity, always 
audacity.) 
—Napoleon | (1769-1821) 


The importance of using terrain to your advantage cannot be over emphasized. 
Using the skills you learned at the Advanced Armor School, set waypoints for your 
groups that avoid suspected enemy ambush points, or at least approach them in an 
unexpected fashion. Prominent terrain features can mask your approach to the con- 
tested area, but remember-they afford the enemy the same luxury. 


Figure 3-2. 
When planning 
your scheme of 
maneuver, you 
must also 
consider the 
amount of time 
your forces will 
have to spend 
crossing large 
open areas, 
where they are 
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TEN vulnerable to 
counterattack. 


42 


Staff Command Academy is- 


(SOD Bw Ul rc 2 ld 0 ere eds Oe Ce Ped AAEE CARAAA E ACONES ES AEEA iE OL nD Beal NS, 


The offensive’s greatest drawback is that it takes energy—a lot of energy—to conduct 
one carefully. Offensives are by nature tiring and expensive (in terms of both resources 
and troops). They can be confusing and distracting, as well. For example, units run- 
ning helter-skelter-not moving cohesively toward a clearly defined objective-can be 
defeated in detail by a defender who keeps a cool head and follows these military 
principles. Let’s examine the importance of energy in greater detail. 


Energy: Staying Focused 


Armies require energy to achieve victory. Sun-Tzu, the Chinese military philoso- 
pher, stressed this in his book, The Art of War, a classic of military philosophy. He 
refers to human energy-spent by troops when they march or fight, and by com- 
manders when they plan and organize. 

As an Armored Fist Company Commander, you must spend your energy (the 
focus of your attention, the time you spend working one sector of the front in favor 
of another, and so on) wisely. Unless you define and obtain clear objectives along 
the way, you’ll waste your energy on the many unimportant goals you can obtain 
instead of devoting it to the few goals you must obtain. 


The Case for Defensive Operations 


Consider for a moment the other side of the coin—defensive warfare. Defense has 
two goals, each the antithesis of offense. The first defensive goal is rendering your 
enemy’s offensive action hazardous and costly. When the defender throws back an 
enemy offensive, inflicting heavy casualties in the process, he has succeeded. When 
the defender forces an attacking army to a standstill by increasing the risk factor in 
both attacking and bypassing the defenders, he also succeeds. 

The second goal of defensive warfare is providing a secure platform from which 
to conduct an offensive. Offensives don’t spring forth full-blown of themselves. ‘The 
mass of forces required to conduct an offensive must build up over time within the 
safety of a secure defense. 


Knowing When To Attack and When to Defend 


Defense is for times of insufficiency, attack is for times of 
surplus. He who knows when he can fight and when he 


cannot will be victorious. 
—Sun Tzu (c. 500 B.C.) 
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As you divide your forces to pursue multiple objectives simultaneously, remember: 
superiority and inferiority are local matters. Local superiority is key to determining 
which groups of units should take the offensive or remain on the defensive. 

For example, on missions where you command multiple platoons, you can per- 
form any number of manipulations from the CCV screen. Despite the pre-plotted 
orders for subordinate platoons, you may want to set one up as a strategic reserve by 
altering their AI profile to “no action.” Suppose your lead platoon encounters stiff 
resistance. You can halt their advance and adopt a defensive posture until the strate- 
gic reserve is brought forward to gain local superiority in that sector. This is just one 
example. There are as many others as you can imagine on a fluid battlefield. 


Simplicity 


Everything is very simple in war, but the simplest thing is difficult. 
—Carl von Clausewitz (1780-1831) 


The third principle of war is simplicity. The more complex your plan of operation, 
the greater its chance to fail. Make simplicity the cornerstone of your military oper- 
ations. Remember the old barracks maxim of K.I.S.S. (Keep It Simple, Stupid!). 

You can pause the simulation at any point, so you always have the luxury of time 
to plan your maneuvers; hence, they can be more elaborate than when time is press- 
ing (as it is in real time computer games where the action continues nonstop). 

Think of simplicity in Armored Fist as segmenting the overall operation into a 
number of smaller segments, or intermediate goals, to keep your energy focused. 
Deal with tactical problems in small, manageable chunks at first; for example, 
maneuvering to the first ridgeline to scout the overlooked area versus providing 
overwatch for your lead group throughout the entire mission. 

Keep your strategies clear and simple. 


Unity of Command 


Nothing is so important in war as an undivided command. 
—Napoleon | (1769-1821) 


As with simplicity, achieving unity of command is never a problem in Armored Fist, 
provided you fully understand the implications of the AI settings you select for each 
platoon (see Chapter 2). As supreme leader of all your forces, you determine how 
they react in a given tactical situation by altering these parameters. If you orches- 
trate the platoons correctly, unity of command never poses an issue. 
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Mass 


Apply the most available combat power at the point of decision and you’ve achieved 
the principle of mass, or “getting there firstest with the mostest.” 

Basically, when troops congregate in a particular area (usually around important 
geographic objectives) and it’s time to count noses in battle, you want the advantage 
of greater numbers on your side, in terms of both units and total firepower. This 
concept, while simple, is the point of most maneuvers and the way to win most bat- 
tles and take most objectives. 

In Armored Fist, you’ll never enjoy numerical superiority, so you must overcome 
the enemy’s control of this principle with superior cunning and foresight. 


Velocity 


Velocity is moving an assembled mass of units rapidly to maximize their gains 
before the enemy can react. In physics terms, the force of military strength equals 
its mass times its velocity (or speed). 

In other words, a large body of troops is far more menacing when it moves. Don’t 
sit on your advantage of mass. Instead, multiply its strength, press your advan- 
tage—keep it moving! 


Economy of Force 


Economy of force employs the least essential means at points not those of decision. 
Keep your units at work on the most important possible task. They are there to 
obtain your objectives. Using them improperly wastes precious resources and vio- 
lates this principle. Efficiency strengthens your entire force. 

Defined broadly, economy of force means having the right unit or ordinance type 
for the right job (rock breaks scissors, etc.). For example, some bunkers are so inad- 
equately hardened you can take them out with machine-gun fire. Using HEP, 
HEAT or some of your few, precious artillery calls on such a target is both overkill 
and a waste of resources. By using the right tool for the job at hand, you achieve 
economy of force. 


Maneuver 


Altering the relative combat power of military forces requires maneuver. You move 
your units to gain a local advantage over your opponent somewhere on the map. 
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Six classic maneuvers of conventional warfare prove particularly useful to Armored 
Fist players. They are: 


e penetration of the center 

e envelopment of a single flank 

e envelopment of both flanks 

e feigned withdrawal 

e attacking from a defensive position 
e the indirect approach 


Let’s examine each maneuver in detail. 


Penetration of the Center 


The objective of this maneuver scheme is to divide enemy forces so they cannot 
mutually support one another. Because of the mechanics of communications this 
generally is more effective in the real world than in games like Armored Fist. In the 
real world, severing communications lines disrupts the enemy’s ability to coordinate 
a counterattack. 

The Armored Fist AI module is designed to coordinate separated forces without 
penalty. Despite losing inherent real-world benefits of this maneuver, when enemy 
defenses are spread out over a wide sector, time constraints may still mandate that 
you punch through the center instead of attempting a flanking maneuver. 


Envelopment of a Single Flank 


In general, the intent of a single flanking maneuver is to force enemy units out of 
well-prepared defensive positions, thereby minimizing friendly casualties during 
that, and subsequent engagements. The focus is more on the attainment of territo- 
ry and position for subsequent strategic maneuvering than the destruction of the 
enemy force itself. 


Envelopment of Both Flanks 


Attempting to secure a position by enveloping both of the enemy’s flanks creates 
twofold objectives. First, as in envelopment of a single flank, you seek both territo- 
ry and position for subsequent operations. Second, and this is where the two 
maneuvers differ, you don’t allow the enemy an avenue of withdrawal. 
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You want to have your cake and eat it too. ‘Taking the ground is not enough; you 
must destroy the defending enemy units in the process. 


Feigned Withdrawal 


‘To disorganize the enemy a feigned withdrawal tries to lure enemy units out of pre- 
pared positions to pursue the withdrawing force. A moving enemy is less organized 
than a static one. When you cease your feigned withdrawal and counterattack, vic- 
tory is easier. 

If you can’t break a prepared enemy outright, trick him into pursuing you-bearing 
in mind that the clock ticks away during these tactical maneuvers. 


Though fraud in all other actions be odious, yet in matters of 
war it is laudable and glorious, and he who overcomes his 
enemies by stratagem is as much to be praised as he who 
overcomes them by force. 

—Niccolo Machievelli (1469-1527) 


Attacking from a Defensive Position 


Attacking from a prepared defense presents the best of all opportunities. Provoking 
your enemy to bash his head against your prepared defenses until he’s too weak to 


eee Figure 3-3. 
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resist your carefully prepared counterattack is the goal of any proactive defense. 
When you can sally forth from a position of relative safety at a critical moment in 
the battle and disorganize an enemy’s attack—then you'll achieve a decisive victory. 

Remember, however, that even when you attack and win, your forces will leave 
their defensive terrain. Make sure you exhaust the enemy before launching your 
counterattack. 


The Indirect Approach 


A successful army operates along the lines of least 
expectation. 


B. H. Liddell Hart (1895-1970) 


Maneuvers using the indirect approach are obtuse and subtle, doing what the 
enemy least expects and is least prepared to resist. 

The path of least expectation is the path of least resistance. To guarantee suc- 
cess—attack where there is no defense. A player naturally will have troops on the 
front lines, so use an indirect approach maneuver and strike them on their flanks or, 
better yet, in their rear areas. 

Wherever the enemy has massed his strength, attack elsewhere. Not only will 
you succeed, but the enemy will waste energy putting out the fires you started 
instead of attacking you. You also present him with a good opportunity to overre- 
act or even panic, further compounding his problems. 


Surprise 


Surprise can shift the balance of combat power decisively in favor of the comman- 
der who achieves it. You accomplish the unexpected to gain an advantage. Exploit- 
ing a weakness the enemy didn’t know existed is the essence of surprise. A secondary 
goal here is distracting the enemy into wasting his energy dealing with it. Use the 
indirect approach maneuver to best achieve surprise. 

Surprise, however, is difficult both to achieve and to maintain. How can you 
devise a plan so cunning or a maneuver so bold that you catch enemy completely 
unprepared? It’s even harder to surprise the same enemy more than once. Still, sur- 
prise is a planning element to strive for. Nothing builds a legendary status as fast as 
repeated, successful surprise maneuvers. 

Because surprise usually requires wide maneuvers, it takes time to develop a situation 
that might catch the enemy off guard. One useful distraction is a close-to-the-enemy cur- 
tain of maneuver-something along the front lines that distracts your opponent's atten- 
tion while your surprise element quietly masses up and maneuvers around it. 
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A magician calls his audience’s attention to one hand while the other prepares the 
trick. Be like a magician—use some sleight of hand (operational deception) and make 
your forces seem to appear from nowhere. 


Security 


Security is essential to the other principles of war and prevents surprises. If your 
flanks are not secure, enemy attacks against them will distract you; you lose focus 
and it’s far more difficult to achieve your objectives. 

We can link security to economy of force, because leaving behind abundant 
defensive forces violates that principle. Measure carefully how much of your main 
force’s mass you must leave behind as a strategic reserve. Don’t reduce the mass of 
your main force(s) more than you must. Conversely, don’t leave defensive reaction 
forces behind. Finding the balance between these principles is the mark of an expe- 
rienced commander. 


The first quality in a general-in-chief is a great knowledge of 
the art of war. This is not intuitive, but the result of experi- 
ence. A man is not born a commander. He must become one. 

—Raimondo Montecuccoli (1609-1680) 


Figure 3-4. 

In this example, 
an astute M1 
commander used 
terrain masking 
to sneak up 
behind an enemy 
BMP, creating the 
advantage of 
Surprise and the 
opportunity to 
shoot against his 
opponent's less 
capable side and 
rear armor. 
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Graduation 


Armored Fist isn't a time-limit game. Plan your strategy carefully. Take your time 
executing your moves. 

Learning the principles of war is an important first step to becoming a great field 
officer. Now you must make them habitual, something you do instantly and with- 
out conscious thought. Habits, of course, are developed by repetition. These prin- 
ciples of war are not something merely to read or even learn. 

You must live them. 

Captain Dille and | have tried to teach you the practical as well as philosophical 
issues of war. You must convert these lessons into actions. Unfortunately, your 
opportunity to do so has arrived even sooner than any of us expected. 

You will have a brief time to conduct pre-deployment workups with your units, 
after which you should expect to receive full mobilization orders. 

Good luck and Godspeed, gentlemen. 
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he Pakistani government, under the banner of a multilateral force (MLF), 

T enters into hostilities with the revolutionaries who have seized illegal control 
of India. The Pakistani mission: restore the legal government to power. 

The 14th is mobilized and airlifted to Rajastan to advise the Pakistani army. 


After several days of border clashes, 1st Plt/Echo Co (Echo 1) of the 14th receives 
its first mission orders. 
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Figure 4-1. 
The Overwatch Campaign Map. 
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Mission One: Slaughterzone! 


y Course heading for this mission will be along a path of 036° north by 
7) northeast. Echo 1’s mission objective is to find and neutralize the 
” forward base the Indian forces have attempted to establish in this 
quadrant. This is to include all patrolling MBT/IFVs as well as all artillery 
emplacements. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


1 M1 Abrams MBT 
1 M3 Bradley 


Red 
Bandit 1 Bandit 2 Bandit 3 


2 T-80s 2 T-80s 2 T-80s 
2 BMPs 2 BMPs 


Figure 4-2. 
Satellite intel of area 
before battle. 


Overwatch ii- 


Lotititititititititititititititititititititititititititititititititititdi tada aaa 


Mission Debriefing 


“æ Echo 1 begins the mission outnumbered 5-to-1, but you can even up the 
|| odds somewhat if you use combined arms tactics to your advantage. When 
| the problem starts, you’re in the M1. Bring it to all stop, jump into the 
~ Bradley and do the same. Go back to the M1 and pop smoke. Bandit 1 will 
cross the ridgeline dead ahead shortly. Make sure you have sabots up and call for 
air support before they cross the ridge. 

Keep pressing the tgt-lock button in anticipation of their appearance. As soon as 
you lock on the first target, squeeze off your round, but keep the fire button 
depressed. These enemies begin almost on top of you. You must minimize the 
cycle time between a reload hitting the breech and leaving the tube. 

Watch the effect of each shot. If the gunner reports “Target destroyed,” lock up 
a new one quickly before your reload is complete. For any other result, stay locked 
up on the same target. You should be able to take out all of Bandit 1 in this manner 
within the first minute of the scenario. Keep alert, however. If you start taking hits, 
throw it in reverse, dumping multiple smoke grenades as you go. 

Once Bandit 1 is out of the way, it’s time to have a little fun. Re-center your 
turret and, if it isn’t already, turn it to face the ridgeline Bandit 1 crossed earlier. 
Look at your tactical display. You should see a pattern of red dots on the other side 
of the ridge you are facing. These mark the mission objectives. 

Next, superelevate your gunsight so its center is just above the crest of the 
ridgeline to your front. Now the main gun’s laser boresight extends a finite 
distance into the air, over a point somewhere on the other side of the ridge. If you 
call in artillery when doing this, the shells will fall on the opposite slope of the 
ridge, below the point where your range-finder’s laser signal dissipates. 

Keep in mind, defilade fire (the type of unspotted artillery bombardment you 
are conducting) is not an exact science. With patience, however, you can walk the 
incoming shells onto their targets. Simply watch the tactical display in the lower 
left corner of your cockpit and note where the gray puffs of smoke appear in 
relation to your targets. Adjust left or right normally. 

If your shells are falling short of the target, elevate the gun-barrel slightly and 
try again. If they’re long, lower your elevation, but don’t lower the gunsight rectile 
below the crest of the ridge, or you might call artillery in on you. 

Once you’re familiar with this technique, return to the mission’s main focus. 

Bandit 2 is guarding the objective area tightly. As soon as you cross the ridge 
ahead, you will be in a target-rich environment. Here’s how to go about the 
engagement’s next phase. Pay careful attention to this tactic. You'll use it again and 
again throughout your career. 
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Charge up the ridge at full speed. Just before you get to the top, pop out two 
smoke grenades and immediately stop. (You rush up the slope because the faster 
you go, the farther your smoke grenades fly when ejected.) Once you’re stopped, 
make sure you have sabot loaded and give the smoke about 10 seconds to expand. 
Now, slowly ease up the last part of the slope, clicking tgt-lock repeatedly until 
you have a lock. 

Engage targets at will, periodically re-seeding your smoke to keep the enemy 
from locking on you. When you’ve cleaned up Bandit 2, go ahead and switch to 
your machine gun to engage the soft targets. Keep an eye out for Bandit 3-he’s 
approaching on your left flank. If your gunner screams “Missile! Missile!” quickly 
back over the crest and start over. You may call in air or artillery support, but it 
isn’t really necessary to this mission’s success. 


Lessons Learned 


Managed correctly, smoke can be a tremendous asset on the battlefield. 
Smoke grenades, with their ground-hugging clouds, are effective day and 
night. Engine smoke, which rises higher into the air in a distinct black 
column, is best used only at night. During the day, it pinpoints your 
location for enemy air 
power or artillery 
strikes from a great 
distance. 

You also should have 
learned that close- 
quarters combat is both 
intense and decisive. If 
you don’t learn to lock 


Figure 4-3. 
True deployments 
prior to battle. 
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and shoot multiple targets in quick succession, you won’t survive. Total firepower 


is relative. Accurately delivering that firepower is the decisive factor in modern 
armored warfare. 


Remember: If used properly, a small, highly trained 
unit is capable of inflicting disproportionate losses on 
a much larger, but less prepared, force. 


Mission Two: Night Forger 


Echo 1 has been caught in a running battle to escape enemy occupied 
territory. Your mission is to break free of enemy fields of fire and 
neutralize all fielded Indian MBs and IF Vs. 


Figure 4-4. Satellite intelligence prior to mission. 
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Orders of Battle/Recon Photo 
Blue 
Echo 1 
1 M1 Abrams MBT 
1 M3 Bradley 
Red 
Bandit 1 Bandit 2 Bandit 3 
2 T-80s 3 T-80s 2 T-80s 
2 BMPs 1 BMP 2 BMPs 


Mission Debriefing 


This is your first night mission, so you may experience a slight 
|| disorientation at first in working with the thermal sights. Don’t worry. 
| You'll adjust quickly. Just remember-the “ghosting” of the targeted image 
~ when either of you move makes the image appear larger than normal, so 
the target seems closer than it really is. This minor annoyance only affects your 
ability to judge the tactical situation, not your gunner’s accuracy. Your laser target 
designator could care less whether it’s day or night, so engage your targets 
normally. 

As described in the mission briefing, you begin this engagement on the run. 
Stay that way, or you will die. Bandit 2, a force of three MBTs and one BMP, is 
pursuing you vigorously. Meanwhile, just ahead on your right flank, Bandit 1 is 
approaching in a defensive diamond formation as a blocker force. Concurrently, 
Bandit 3 is approaching the left flank of your Bradley. Take care-this can lead to an 
untimely demise for the crew of the M3. 

Your first step: turn on engine smoke; this protects your more vulnerable rear 
armor from being targeted. Your optics work on thermal signature, so smoke 
doesn’t impede them. Soviet image-intensifying equipment, however, gathers and 
intensifies ambient light, and smoke effectively confounds the targeting attempts 
of these units. 

Again, you must keep moving during this mission. Develop the habit of 
continually clicking tgt-lock until something happens. Most of your encounters 
will be quick-draw situations where he who shoots first wins. Don’t get caught 
with your pants down by not constantly seeking and engaging new targets. 
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Figure 4-5. 
Real 
deployments 
prior to 
battle. 


In addition to Bandit forces, you’ll encounter a number of reinforced bunkers 
along the ridgelines that flank your route. When you lock one of these up, call for 
FIST artillery support, then manually slew your turret to face forward again. 
Immediately target lock to see if anyone else is nearby. If you go back to the same 
target, you’re OK for now. Slew back to centerline again and watch the route 
ahead for movement (you may want to shift back to 1x view). 

If you stay on the ball and follow these suggestions, you should be able to cruise 
through the outnumbered situation and emerge unscathed at your objective. 


Lessons Learned 


First and foremost, if you didn’t focus on your objective of egress from a 
contested area, and strayed from your waypoints to engage targets of 
opportunity, you probably paid the price for it! A good commander thinks 
first of the mission, then of the mission, and when all else fails, he 
remembers the mission. You'll never regret heeding that sage advice — it 
was paid for with the blood of your brothers in arms. 

Being able to move rapidly without a corresponding degradation in gunnery 
accuracy is a critical skill for this mission. 
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Increasing your main gunsight’s magnification minimizes 

di the margin of error for both long-range and high-relative- 
motion shots. Shift your gunsight to 10x, then rely on the 
tactical map to stay on course for your waypoints. 


Finally, learn to listen to the sound of your artillery. When you hear an explosion 
(as opposed to the steady “crump, crump” of earth-impacting rounds), you know 
artillery has destroyed the designated target and you can call for fire on a new target. 


Mission Three: Rubicon 


One MBT and one IFV from 1st Plt (Echo 1), Echo Co have been 
ordered to proceed along a north by north west course heading. Your 
mission will be a search and destroy operation into Indian controlled 
territory. You are to locate and destroy Indian communications emplacements. 


a n 


Figure 4-6. Pre-Battle Intelligence. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 
1 M1 Abrams MBT 
1 M3 Bradley 
Red 
Bandit 1 Bandit 2 


2 T-80s 2 T-80s 
2 BMPs 


Mission Debriefing 


Once again, you begin outnumbered, but not outsmarted. Bandit 1 is an 
equally mixed blocking force of MBTs and BMPs just forward and slightly 
toward your right flank. They pose a threat, but not as immediate as that 
= of Bandit 2, the two T-80s approaching your M3’s left flank. Eliminate 
them at the outset and you stand a much greater chance to complete this mission 
without casualties. 

Take tactical command of the Bradley, popping the protective covers on the 
Stinger launch buttons to minimize your reaction time to an air-threat. Turn left 
and climb the ridge masking Bandit 2’s approach. Make sure you have AP loaded. 
Once you contact the bunker there, call FIST artillery to take it out. Back up their 
fire with an AP suppressive barrage of your own, forcing the enemy to keep his 
head down until the artillery homes in and destroys him. 

The T-80s will appear shortly thereafter, one behind the other. Take them out 
with well-placed AP rounds against their side armor. When they’re reduced to 
smoking hulks, switch to TOW and rush to assist the M1, who should encounter 
Bandit 1 about this time. 

Give priority to the T-80s for TOW shots, as you generally enjoy a one-shot- 
one-kill capability in that weapons match-up. When the TOW tubes are empty, 
switch back to AP and proceed toward the objective area. Expect to encounter a 
minimum of two Hinds en route. Remember, you’re already “cocked,” so “lock 
‘em and drop ‘em” as soon as they show. Supplement your objective-area HEI fire 
with friendly artillery and air support. Remaining targets can be mopped up in 
short order. 
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Figure 4-7. 
Real unit 
deployments 
prior to 
section. 


Lessons Learned 


This engagement’s lesson is that it’s often a good idea to deviate from 
your pre-plotted route to deal with enemy units threatening mission 
accomplishment (primary threats). In this mission, Bandit 2 is a case in 
point. Other enemies are grouped as secondary or tertiary threats. With 
time and combat experience, you'll learn to differentiate between these so 
you always deal proactively with primary threats and reactively with others. 

You also should have acquired another habit. The minute you take control of a 
Bradley, pop the protective covers on the SAM launchers. 


— Remember: He who shoots first generally wins, 
and those Hinds pilots can be quite twitchy. 


Mission Four: Thunderclap 


Ist Plt has been ordered on a course heading of 336° north by 
northwest. Your course heading will take you through occupied territory. 
Be advised, intervening territory has been contaminated with minefields. 

Battalion S-2 intelligence has further advised that a least two Indian Plts are 
patrolling the zone skirting the area of operations. Ist Plt’s target is the Indian 
rebel forces’ field ready logistics depot. 


62 


Overwatch iis- 


rs Go bhata Ea OL Pet lL Ett cme ol lL kete BG ll ol eC Bl a | 
Orders of Battle/Recon Photo 
Blue 
Echo 1 
2 M1 Abrams MBTs 
2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 
2 T-80s 3 T-80s 1 BMP 
2 BMPs 1 BMP 1 T-80 


Mission 
Debriefing 


You must knock out 11 
objectives in 15 min- 
utes, so speed and 
efficiency are essential 
to this mission’s success. You 
first encounter Bandit 1, posi- 
tioned as a blocking force 
between you and the objective 
area. They’re mobile on a reci- 
procal of your course. This is a 
meeting engagement. Call for 
air support at the mission’s 
outset so they arrive in time to 
support your efforts against 
Bandit 1. 

Bandit 2 is also moving parallel 
to you, on a reciprocal course to 
your plotted movement, but 
farther away. A large ridgeline 
separates you from them, how- 
ever, and they’ll continue their 


Figure 4-8. Photo recon at start of mission. 
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pre-plotted route. If you were to sit still, or advance slowly, they’d traverse to the 
southern end of that ridge line and sweep in behind you. By keeping on the move, 
however, you'll complete the entire mission without having to deal with this threat. 

After disposing of Bandit 1, continue your advance along the pre-planned route 
up the valley. You next encounter Bandit 3, a dug-in BMP and similarly protected 
T-80, near the objective area. Stationary, dug-in units are the toughest opponents 
you will encounter. They are always set up with excellent fields of fire and, where 
multiple dug-in units are present, overlapping kill zones. Additionally, these units 
(particularly the BMPs) regularly call in artillery and air support against you. 

Because they’re dug in, they generally present smaller, harder-to-hit targets. 
Setting a higher boresight magnification level may increase your chances, but the 
way to eradicate these threats consistently is to call in artillery bombardment on 
their position. 

Once you eliminate these final two defenders, crank up the tunes and rock-and- 
roll on the objective targets. It’s a cakewalk from here on in! 


Lessons Learned 


We discussed pri- 
mary, secondary, and 
tertiary targets in 
Mission 3 of this 
campaign. Here, 
Bandit 2 exemplifies a ter- 
tiary target. Because of their 
scheme of maneuver, they 
never pose a threat to 
mission accomplishment. 
Never divert resources from 
your primary thrust to 
engage them. 

Also, this mission demon- 
strates for the first time the 
deadly potential of dug-in 
adversaries. A future cam- 
paign mission permits you 


Figure 4-9. Real deployments at start of mission. 
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this advantage, but by and large you'll find yourself on the receiving end of this 
arrangement. Use the cautious, smoke-grenade ridgeline approach you learned 
earlier, pick out targets at long range, and call in a bombardment. 

This is also your first encounter with minefields. If you wander off into these 
hellpits, you'll lose a track for sure. Because you can spot these minefields easily as 
flashing yellow dots on the tactical display, these static threats should never immobilize 
you. The lesson here is always to keep aware of the entire tactical situation. 


Mission 5: Night's Quest 


With the two remaining units of Echo 2 in escort, Echo 1 has been 
ordered to proceed along a course heading of 238° south by 
southwest. An enemy troop has already made contact is proceeding to 
engage. You will be traversing enemy territory toward your mission objective. You 
are ordered to sanction enemy field command bunkers and the enemy command 
troop dug in along the encampment’s periphery. Be advised that the field 
surrounding the enemy encampment is mined. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
3 M1 Abrams MBTs 1 M1 Abrams MBT 
1 M3 Bradley 1 M3 Bradley 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 1 T-80 2 T-80s 2 T-80s 
2 BMPs 3 BMPs 2 BMPs 2 BMPs 
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Figure 4-10. Recon photo prior to mission. 


Mission Debriefing 


By now you’ve learned to move and fight, so HQ believes you can handle 
13 objectives in 15 minutes. The operational tempo of this campaign will 
not abate. Until now, you have been able to accomplish your goals with 
minimal casualties and without altering your platoon commanders’ default 
AI profiles. This mission is the first deviation from that pattern. 

When the mission starts, hit to go to the CCV screen and to pause the 
game. Go to the platoon roster and set both platoons to Rookie/Opportunity/ 
Wedge/Medium. This setting renders them more cautious and survivable (see 
Chapter 2 for details if this concept is new to you). Resume the game. The tactical 
situation is as follows: 

Bandit 1, an equally mixed force of four MBs and IFVs, is positioned slightly 
forward and on the right flank of your intended route. Bandit 2, three BMPs and a 
‘T-80, pursues close behind your forces and can’t be avoided. Take tactical control 
of the M1 at the rear of Echo 2 and provide covering fire to eradicate the 
imminent security threat posed by Bandit 2. Once they’re sanctioned, go back to 
the CCV screen and shift your base of operations to the lead M1 in Echo 1. 
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Continue along the planned ingress route, keeping air power overhead as much 
as possible. When you’ve dealt with Bandit 1, you can expect a threat from Bandit 
4, whose unit composition is identical to Bandit 1. They’re executing a circular 
patrol route about three-quarters of the way to the objective area. Because they’re 
mobile, FIST calls-for-fire are of little use. Eliminate this threat using the quick- 
lock fire and movement tactics you perfected over the past few missions. Dispatch 
Bandit 3 the same way. To take out the bunkers and satellite dishes in the objective 
area, use a combination of artillery, HEP and machine-gun fire. 


Lessons Learned 


The major lesson here is that you don’t always have to concentrate your 
efforts in the lead vehicle of the forwardmost formation. You must 
personally direct the fire of the unit closest to the most immediate threat 
to mission accomplishment. In this mission, that entails first taking out the 
unit threatening the rear of your group. 


Figure 4-11. True unit deployments at start of mission. 
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Three platoons have been ordered into Indian controlled territory. 
Your mission is to neutralize an enemy in-field refuel depot. Echo 1 
has been instructed to assume a course heading of 224° south by 
southwest. Echo 2 and Echo 3 have initial course headings of 211° and 258°, 
respectively. 

Echo 3’s primary mission is to provide security for Echo 1. Echo 2 should 
assume a reserve role. Both Plt’s are sanctioned to complete Echo 1’s mission 
objective should the Echo 1 become inactive. Be advised that Echo company’s fire 
support team (artillery) will be delayed in getting into position. Company S-2 
intelligence reports have also indicated that the field surrounding your target zone 
has been laden with mines. 


Orders of Battle/Recon Photo 


Blue 

Echo 1 Echo 2 Echo 3 

2 M1 Abrams MBTs 2 M1 Abrams MBTs 1 M1 Abrams MBT 

1 M3 Bradley 1 M3 Bradley 
Red 

Bandit 1 Bandit 2 Bandit 3 Bandit 4 

3 T-80s 4 T-80s 3 T-80s 1 T-80 

1 BMP 1 BMP 2 BMPs 


Mission Debriefing 


M Here’s the tactical situation: You control three platoons, each at reduced 
strength. Bandits 1 and 2 threaten your left and right flanks respectively, 
with seven T-80s and one BMP between them. Obviously, sabot rounds 
are the order of the day. Bandit 3, consisting of three more T-80s and a 
BMP, is converging on your position from the front. 

You, sir, are enveloped from the outset! If you don’t punch your way out of this 
mess in a hurry, you’ll be overrun! 
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Figure 4-12. Satellite Recon prior to battle. 


Your best approach-go to the CCV screen and pause the mission as soon as it 
starts. Set the Echo 3 AI controls to Experienced/Opportunity/Wedge/Fast. Set the 
other two platoons to Rookie/Opportunity/Wedge/Fast. When you return to battle, 
call for air support immediately. It should be on station in time to supplement your 
fire against Bandit 3. 

If you take any casualties at all during engagements with the first three enemy 
platoons, it generally will be Echo 3’s M1, as it begins the mission in a very 
vulnerable position. 

Continue up the slot on your pre-plotted route. Bandit 4 starts out behind the 
objective area, so you won’t encounter them for a while. When they first appear (as 
red dots in your tactical display), call for air support again. Suppressive fire 
generally drives off your Apache in the ensuing engagement, but it can occupy the 
enemy’s attention long enough for you to give them some gas-plasma enemas 
(HEAT rounds). Once Bandit 4 is history, switch to coaxial machine guns to finish 
off fuel and propane tanks in the objective area. Call in FIST support if desired. 
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Figure 4-13. 
Real 
deployments 
prior to 
mission. 


Lessons Learned 


Even though air power is often much less effective than main-bore 
gunnery at eradicating enemy targets, you can’t deny that these assets are 
tremendous reconnaissance platforms. When your bird’s aloft in the op 
area, switch to the CCV screen to see what the pilot sees. This way, you 
often can anticipate enemy contact and be prepare better to deal with 
these emerging threats. 


Mission Seven: Corrosion 


With Indian forces not giving up and the field littered with the 
remains of 2nd Plt/Echo Company, Ist Plt has been ordered on it’s 
final mission. Assuming a course heading of 136° south by southeast, 
Echo 1 is to sanction any communications links within the Indian controlled zone. 
This will lead your Plt to the enemy’s command encampment. Sanction all 
elements within the enemy compound. 

The remaining units of 2nd Plt are ordered to continue along their course 
heading of 186° in support of Echo 1. Should Echo 1 fail in it’s mission objective, 
Echo 2 is authorized to complete all remaining tasks. 
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Orders of Battle/Recon Photo 
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Blue 
Echo 1 Echo 2 
3 M1 Abrams MBTs 1 M1 Abrams MBT 
1 M3 Bradley 1 M3 Bradley 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 3 T-80s 3 T-80s 1 T-80 
2 BMPs 1 BMP 


Mission Debriefing 


‘To bring this campaign to a success- 
ful conclusion, you are ordered to 
conduct a daylight offensive against 
superior enemy forces. Attitude and 
sheer audacity will carry the day; there are 
no authorized substitutes. Persevere, young 
man. I'll buy you a beer when it’s all over. 

The tactical situation is grave, but 
manageable. Bandits 1 and 4 approach 
behind Echo 1, so your first task is to take 
tactical command of the Bradley trailing in 
Echo 1’s diamond formation and do your 
duty! Eliminate both enemy platoons, no 
matter what it takes. Call in air, artillery, 
shoot your TOWs straight out of the gate 
and, for God’s sake, man, deliver some 
accurate AP fire. You can eliminate all of 
them and survive but, believe me, you'll be 
one busy sonofagun! 


Figure 4-14. Photo intel prior 
to battle. 
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As soon as you remove these threats, go to the CCV screen and shift your 
command back to the lead M1. Bandit 3 is your next obstacle, but expect some 
heavy Hind activity in the area. When they show up, use your smoke and lock ‘em 
up with your machine gun. Hold the trigger down and pray! Your machine gun is 
effective against them, but it takes many precious seconds to bring them down; the 
interval can be quite painful. 

Bandit 2, a group of three T-80s conducting a circular patrol in the objective 
area, is the last obstacle en route to victory. Keep them busy with your air power, 
use high magnification on your boresight, and pick them off at a distance if 
possible. Your only other concern when taking out the soft targets in the objective 
area is to mind the mine concentrations there. 


Lessons Learned 


You won’t learn much 
that is new in this 
mission, but it does 
reinforce lessons learn- 
ed in earlier missions in 
this campaign. Briefly: Concen- 
trate your command energy at 
decisive points on the battlefield; 
don’t waste time proactively 
engaging targets that don’t 
threaten your mission objectives; 
air power and artillery (com- 
bined arms) are excellent force 
multipliers on the modern bat- 
tlefield, so prepare to counter 
the enemy’s use of these assets 
against you in the same fashion; 
and finally, directing your fire 
accurately while moving toward 
the objective at best speed often 
spells the difference between 
victory and defeat! 


Figure 4-15. 
Real deployments prior to Corrosion. 
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| ran has occupied Iraq. Saudi Arabia has called on U.S. support to repel Iranian 
advances. Both forces have taken up positions along the southern Iraqi border. 
Your unit, Echo Co/14th Cav/2nd Div, is airlifted to the Saudi frontier as part of 


the ground element of the multilateral forces’ rapid deployment advisory group. 


Mission One: Whirlwind 


You are commanding two M1A2 Abrams MBT; and one Bradley IFV in 
escort. Your mission objectives are threefold. Proceeding along a course 
heading of 313° north by northwest, your first goal will be to neutralize 


an enemy COMSAT uplink emplacement. Echo 1’s next objective lies along a 
northward heading. Neutralize all enemy ground elements including the command 
bunker. Intel has projected a 37° north by northeast course heading to take you to 
within radar range of the final designated target: enemy field based fuel tanks. 
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Figure 5-1. 
The Crossed 
Swords 
Campaign 
Map. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 
1 T-80 3 T-80s 
3 BMPs 


Mission Debriefing 


Standard/Opportunity/ Diamond/Fast. 
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Figure 5-2. 
Satellite intel prior to mission. 


Bandit 3 


1 T-80 
1 BMP 


Here’s the tactical situation: Bandit 1 consists of two BMPs; one is dug in. 
| They guard the approach to the first objective area, where two satellite 
| dishes must be destroyed. To eradicate them, take tactical control of Echo 
" 1’s lead Abrams. Go to the CCV screen and set the friendly AI posture to 


Crossed Swords wis- 
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Proceed up the ridge directly to your front at top speed. Pop smoke grenades 
just before you crest and stop immediately. Allow the clouds to expand for about 
10 seconds and creep over the ridge until you can get a target lock on the dug-in 
BMP. Call in artillery to spoil his day. Shortly after that, the mobile BMP should 
come into view. Lock him up with a heat round and send him back to Allah. You 
can now take out the two satellite dishes with machine gun fire. 

Dip over into the ravine and run along the right side of the ridgeline with the 
crest on your left flank. As you near the end, you’ll catch sight of two distant 
bunkers flanking your second objective area. Halt your advance and call in artillery 
on both positions. Once they’re destroyed, continue forward at top speed, locking 
up additional targets in the objective area and calling in artillery as needed. (Don’t 
hesitate to use your airpower at this point, either.) 

You’ll encounter some particularly tenacious T-80s near the third objective 
area. Increase your main boresight magnification to 10x and call FIST support on 
top of their positions to suppress the counter-battery fire. Your artillery barrage 
also probably will damage some of the fuel tank objectives in proximity to the 
‘T-80s. When their threat is eliminated, mop up the remaining objectives with 
machine guns and air support. 


Figure 5-3. 
Real unit deployments 
at start of mission. 
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Lessons Learned 


When you use the Standard AI setting, vice Rookie, your units are more 
vulnerable, but they’re also slightly more effective shooters. When the 
tactical situation encourages a cautious advance, as this one does, the 
Standard AI choice strikes a nice balance between survivability and 
suppressive firepower. 

This mission also teaches you to counter dug-in targets with a combination of 
weapons systems and a methodical attack. If you rush headlong into prepared 
defenses, you will be punished! Instead, approach carefully, and choose your 
targets wisely. 


Mission Two: Sandstorms 


Operating behind Iranian lines, your task force-two Abrams MBTs in 
conjunction with two Bradleys—is ordered to neutralize Iranian field 
logistics lines. Your course heading will be 235° south by southwest. 
Be advised that designated targets occupy forward and rear zones. Once the first 
target zone has been sanitized, you are authorized to proceed due south to 
secondary area of engagement. 

Both target zones are located within terrain that offers substantial conceal- 
ment. Be aware of enemy units occupying dug-in positions within this region. 
Your force is further advised to be cautious of minefield contamination in direct 
approach paths. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 
1 T-80 3 T-80s 
3 BMPs 1 BMP 1 BMP 
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Figure 5-4. Satellite intel prior to mission. 


Mission Debriefing 


This mission can be difficult if you forget what you’ve learned up to this 
point. You must destroy 12 objectives; seven of which are in the first 
objective area. Bandit 1 consists of a single T-80 and three BMPs. All are 
dug in behind the first objective area. Bandit 2, composed of three T-80s, 
maintains a circular patrol pattern around the first objective. If you continue along 
pre-plotted waypoints, they approach your column on the left flank. Remain alert 
to this threat and engage it as soon as it appears, but you must not turn to face 
them during the ensuing engagement. If you do, you'll run into a minefield. 

First, engage and destroy Bandit 2. Then acquire the targets in Bandit 1. Use 
FIST to take them out one by one. Approach this area cautiously until you’re 
certain all targets are history, then kick it up to full speed and proceed to the 
second objective area. 

Bandit 3, consisting of two dug-in BMPs behind enemy artillery positions, can 
be a dedicated adversary. A network of heavy bunkers encircles their position, 
complicating your targeting problem. Call in air and artillery, and use your 
magnified boresight to conduct precise long-range gunnery. Once you have thinned 
out the defensive emplacements, follow your waypoints into the objective area and 
mop up stragglers. If you don’t, you will fall prey to the defensive minefields. 
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Figure 5-5. 
Real unit 
deployments 
at start of 
mission. 


Lessons Learned 


Heavily entrenched units remain your most deadly threat. Their presence 

means you must constantly remain alert to possible enemy airstrikes. And 

ignoring the mine threat will, at the least, delay the accomplishment of 

your mission objectives. In the interest of play balance Armored Fist allows 

for somewhat faster repairs than you could expect in the real world. 
Should you survive the tactical disadvantage of being immobilized, you still may 
not have enough time to complete the mission objectives. In other words, 
gentlemen, there’s a price to pay for tactical blunders! 


Mission Three: The Faithful 


Iranian forces under the command of former Soviet Union military 
advisors have established a forward line within Saudi territory. Your 
unit has been ordered to assume a course heading of 033° north by 
northeast. Your mission objective will be the expedient sanctioning of all dug-in 
enemy units. These main battle tanks are operating as the Iranian’s forward 
platform. 

Iranian forces have laden the intervening territory with mine fields. MLF C31 
intelligence has advised that at least one Iranian platoon of indeterminate 
composition is patrolling the designated area of operations. Enemy multiple launch 
rocket system (MLRS) platforms have been established as ground based artillery 
support for Iranian forces. All MLRS platforms are designated secondary targets. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
1 T-80 3 BMPs 3 T-80s 1 T-80 
2 BMPs 1 T-80 1 BMP 


Figure 5-6. 
Satellite intel prior 
to mission. 
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Mission Debriefing 


You'll face no harder mission in this campaign. Operating at dusk, you 
| benefit from neither daylight nor darkness. Often as you move toward 
| your objectives you'll feel confused about the “big picture,” so make the 
most of this briefing. 

Bandits 1 and 2, jointly consisting of five IFVs and two MB's, are dug into 
static defensive positions encircling the first objective area. Bandit 3, composed of 
three T-80s and one BMP, approaches your forces in a meeting situation, slightly 
ahead of your position and toward the right flank. They’re in a column formation, 
so you can engage them individually in succession and, in military parlance, 
“defeat them in detail.” 

On mission start, go to the CCV screen and pause the action. Adopt the 
following posture for your forces: Rookie/Opportunity/Refuse Right/Slow. Returning 
to the mission in command of the lead M1, skew your turret so its field of fire 


Figure 5-7. 
Real unit deployments 
at start of mission. 
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covers the sector from 000 degrees relative to 090 relative. Bring sabot up, if it’s 
not already. Now, as you charge up the first slope, you’ll gain contact on Bandit 3’s 
lead T-80. Stop, zorch his ass, and linger a minute while clicking tgt-lock. Another 
T-80 will lumber into view, only to meet the same fate. Repeat the process and two 
BMPs also will wander into your field of fire. 

When you've dispatched all of Bandit 3, sprint to the crest of your ridge and 
pop smoke. From here you should be able to lock up one or more enemy bunkers. 
Call in FIST artillery support and then back off the ridge to take cover. Listen to 
the dropping rounds to determine when you’ve eliminated these particular targets. 

While you wait, load HEP. Once the initial two bunkers are history, repeat the 
ridge-climbing process (complete with smoke) and lock up more targets. Finish 
them off and proceed into the depression ahead. 

Call for air support and continue toward the first objective area. Once you 
target-lock on elements of either Bandit 1 or 2, which guard this area, call in 
artillery and lots of it. Go to 10x boresight magnification and choose targets not 
designated for bombardment carefully. Once you’ve cleared the area, switch to 
machine guns to deal with the soft targets. 

Having cleared this objective area, proceed to the second one. A dug-in T-80 
(Bandit 4) poses the only remaining threat, though he too might call in airpower. 
As before, keep the protective caps of your M3 SAM batteries up to prepare for 
this threat. Clear the second objective area using all remaining air and artillery 
support and you’re done! 


Lessons Learned 


The major lesson here is that of adapting to a fluid tactical situation. 
Initially, you must advance slowly and methodically, or the threat posed 
by Bandit 3 will tear up your formation’s flank and rear. The same 
conservative application of firepower must persist in the ensuing battle 
against dug-in elements of Bandits 1 and 2 around the first objective area. 
After this, however, you must shift to a rapid, mobile offensive while approaching 
the second objective area. Otherwise, that position’s dug-in T-80 will decimate 
unwary units of your force. Stay alert for air attacks and remain tactically flexible 
to win this one. 
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Mission Four: Wall of Fire! 


Ist Plt of Echo Co, 14th armored Cav, (designated Echo 1 hereafter) 

‘J has been ordered to assume a dug-in position guarding designated 
” zone Tango Alpha-7. Be advised that fire support teams have not 
reached designated fire bases. 

As per all standing orders, should enemy units attempt to retake Tango Alpha-7, 
you are ordered to sanction all Iranian MBTs and IFVs. It should be noted that 
combat engineers have saturated the field with mines. Caution is to be observed 
should it become necessary to leave dug-in positions. 

2nd Plt of Echo Co, 14th Cav, (designated Echo 2 hereafter), has been ordered 
to assume a dug-in position at the opposite end of Tango Alpha-7. Enemy 
approach paths will likely come from both ends of Tango Alpha-7. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
3 T-80s 2 T-80s 3 T-80s 4 T-80s 
1 BMP 2 BMPs 1 BMP 


Figure 5-8. 
Satellite 
intel prior 
to mission. 
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Mission Debriefing 


This is the static defensive mission you’ve dreamed of since the start of 
this whole damned affair. Basically, Echo 1 and 2 defend fire bases 
separated geographically by roughly 1000 meters. Bandits 1 through 4 
approach both positions from opposing points of the compass. Leave 
everyone where they are and set AI values to Experienced/Opportunity/ 
Diamond/Slow. 

Hop back and forth between both platoons, delivering direct fire as needed. 
Refer often to the CCV screen often to monitor your success. Remember-black 
squares denote mission kills, an easy way to measure your effectiveness against 
the enemy. 


Lessons Learned 


What’s to say? It’s a helluva of lot easier to be on the defensive than on 
the offensive. So you can’t choose the time of the decisive engagement; 
yow’re in a much safer place when it does occur. You should sustain no 
losses whatsoever in this mission. If you do, go back and re-read some 
earlier chapters. 
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Figure 5-9. Real unit deployments at start of mission. 
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Mission Five: Desert Kill 


Echo 1 is ordered to proceed on a course heading of 141° south by 
southeast through Iranian offensive lines. 

Your objective will be Iranian artillery platforms. Be advised that at 
least three Russian commanded Iranian Plts are on patrol along intervening lines. 
Furthermore, the field is contaminated at all major approach zones with mines. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 
3 M1 Abrams MBTs 
1 M3 Bradley 
Red 
Bandit 1 Bandit 2 Bandit 3 
4 T-80s 3 T-80s 1 T-80 
2 BMPs 
Figure 5-10. 
Satellite intel prior 
to mission. 
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Mission Debriefing 


ææ At mission start, go to the CCV screen and pause it. Set your formation to 
: Experienced/Opportunity/Wedge/Fast. 

There’s a lot of open ground between you and the minefields 
surrounding the objective area. Run like a bat out of hell toward your 
objectives, engaging targets of opportunity along the way. Anything you don’t kill 
straight out of the chute, bombard with artillery. 

Speed is essential in the early part of this mission, but slow down before 
crossing into the depression containing your objectives, or you will die! Once you 
get to the lip of this bowl (which, by the way, is surrounded by minefields), go slow 
and choose your targets more carefully. 

As you drop into the depression you'll discover a “super-bunker” just ahead 
(provided, of course, that you followed your waypoints). You won’t phase it even 
with multiple HEP rounds and a storm of machine-gun bursts! Designate it, call for 
FIST support, then back over the ridge you just crossed to sight it in the first place. 

Let the rear-area pukes do their job, then pop over the ridge again with sabot 
up. Two T-80s in proximity to the destroyed bunker must be dealt with before you 
can progress. Use every smoke grenade you have, if necessary, but destroy these 
emplacements before proceeding. 

The final objectives lie ahead. If you deal with them expeditiously, you’ll avoid 
engaging any surviving elements of the Bandit force. 


Figure 5-11. 
Real unit 
deployments 
at start 

of mission. 
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Lessons Learned 


Hind activity in this scenario is particularly heavy. Your M3 can’t keep up 
with it all, so you must become proficient in the use of your turret- 
mounted machine gun. Also, speed is life in this mission. Don’t slow 
down until you approach the final objective area, then see that you have 
Apache support on station to deal with the final defenders. 


Mission Six: Khamsin! 


\ Echo 1 is ordered to proceed north through enemy lines along a 
J course heading of 008°. MLF C3I intelligence assets have advised 
that intervening territory has been heavily contaminated with Iranian 


mine fields. 

Your designated mission goal will be to neutralize the Iranian field command 
HQ. C3I advises caution in addressing Iranian field HQ as individual command 
bunkers are heavily defended. 

Echo 2 and Echo 3 are ordered to proceed on course headings of 349° and 006° 
north by northwest respectively. Your mission objective is to provide security for 
Echo 1. All enemy MB's present are to be sanctioned. 

Should Echo 1 fail in the completion of its orders, Echo 2 and 3 are authorized 
to complete the termination of any outstanding mission objectives. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 Echo 3 
1 M1 Abrams MBT 2 M3 Bradleys 1 M1 Abrams MBT 
2 M3 Bradleys 1 M3 Bradley 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
3 T-80s 3 T-80s 3 BMPs 3 BMPs 
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Figure 5-12. 
Satellite intel 
prior to 
mission. 


Mission Debriefing 


All Bandits sweep back and forth in complicated patrol patterns near the 
objective area. Initially, it appears you can’t avoid any of them. This isn’t 
the case but, to make things go your way, you must be efficient in early 
engagements. 

Bandit 1 (three T-80s) patrols in an east/west pattern in front of the designated 
objective area. Bandit 3 (three IFVs) patrols west of the objective area, but will 
turn southeast toward your avenue of approach shortly after mission start. Bandits 
2 and 4three T-80s and three BMPs respectively, begin north of the objective 
area; you can skirt them if you remain alert and focused on your mission goals. 

Think of this mission as “trouble comes in threes.” First, go to the CCV screen, 
pause the mission, and switch all platoons to Rookie/Patrol/Wedge/Slow. Otherwise, 
you'll incur far too many casualties in the ensuing engagements. 

Your initial approach is a rapid transit through open territory; you’re extremely 
vulnerable, but if you pull it off it’s virtually certain you won't have to deal with 
Bandits 2 and 4. 

Once you encounter the first fuel tanks, leave your M1 in favor of one of the 
accompanying M3s. Load HEI and go to town. Call in air support to supplement 
your fire. When you’ve eliminated the fuel tanks, ignore the other threats on your 
tactical display and proceed directly for the clump of satellite dishes to the 
northeast. Lock up the first one, then call in artillery to support your fire mission. 
The rest of the engagement will soon be history. 
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Figure 5-13. 
Ar Fas 4+ Real unit 
MEN fri A i 4 deployments 
Te at start 

of mission. 


Lessons Learned 


When commanding a Bradley, HEI and machine-gun fire are your 
weapons of choice against “soft” targets like satellite dishes. AP and 
TOW are the most capable against “hard” targets, like MBTs and IFVs, 
although the former can take a helluva long time to down a T-80. 
Mobility and accurate suppressive fire are key to success in the early 
part of this mission. Temper them with caution in later action, however, or you 
may have to pay a very unpalatable price. Airpower and artillery remain the 
unsung heroes of the battlefield! 


Mission Seven: Jihad! 


Following a mission behind Iranian lines, Echo 1 must return to 
MLF allied territory. Your return course heading is 122° south by 
southeast. This will take you through an enemy occupied zone. As per 
standing orders, your Plt is to clear the area of operations of all Iranian forces. 

Be advised, 2nd Plt (Echo 2) failed to clear the region. Furthermore, it is 
believed Iranian minelayers have saturated all tertiary approach zones. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 4 
4 M1 Abrams MBTs 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 2 T-80s 4 T-80s 2 T-80s 


2 BMPs 2 BMPs 


Figure 5-14. Satellite intel prior to mission. 
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Mission Debriefing 


Here’s what you’re up against for this campaign’s final mission: Echo 1 
and 2 are caught between a rock and a hard place. They’re attempting 
egress to friendly lines, but Bandit 2, a mixed force of T-80s and BMPs, is 
* in hot pursuit. 

Meanwhile, Bandit 1 creates a mobile blocking force immediately to your front. 
Bandit 3 has the same mission as Bandit 1, but begins farther away, so you won’t 
have to deal with these groups simultaneously (provided you keep your crap 
together during the Bandit 1 firefight and leave no stragglers to gang up with 
Bandit 3). 

Bandit 4 poses the final threat. Three BMPs and a single T-80 are dug in on the 
last ridgeline between you and “Miller time.” 
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Figure 5-15. Real unit deployments at start of mission. 
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This mission is a straight shoot-and-loot if you take time to pop into the CCV 
and set the AI for Ist platoon to Experienced/Opportunity/Diamond/Max. For best 
results, set 4th platoon to Rookie/Patrol/Wedge/Fast. Resuming the action, call for 
air support right from the get-go. 

Never stop moving and twitch through your targets incessantly with tgt-lock. 
Correctly executed, you can pull off this mission without casualties, perhaps with 
only a single call for artillery support. 


Lessons Learned 


Your strategic withdrawal to the friendly line of demarcation minimizes 
the time delay between artillery call-for-fire and air support requests. Use 
these assets to advantage—-they can clear an egress path in front of you. 
Also, you can’t expect the enemy to comply with your wishes, so use air- 
power to scout his defensive positions and anticipate his attempts to block 
your escape. 

With speed and accuracy, you'll finish this phase of the campaign without 
necessitating any painful letters to the parents of your brothers in arms! 
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ivil war has erupted in Cyprus. In accordance with U.N. resolution 9765- 

483, NATO peacekeeping forces are deployed to the region. The 14th 
Cavalry as part of a NATO rapid-deployment ready group is among the first to 
arrive. Over two weeks of intense but isolated fighting leads to their inclusion in 
the conflict. 


Mission One: Dissidents 


Ist Plt (Echo Co) has been issued orders to relinquish it’s dug in 
position and assume a course heading of 067° east and north. 
Your mission objective is to aid 2nd Plt in eliminating rebel enclaves 


controlling the north/east corridor. 2nd Plt, already caught in battle, is ordered to 
proceed on a course heading of 083° east and north through rebel controlled 
territory. Your mission objective is the expedient removal of the rebel forward 
command base. 
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Figure 6-2. Satellite intel at start of mission. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 3 T-80s 3 BMPs 2 T-80s 
2 BMPs 1 BMP 1 T-80 2 BMPs 
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Mission Debriefing 


This is a tough run any way you look at it. Set your AI configurations to 
Standard/Patrol/Diamond/Max. Call in air support right from the outset 
and keep them overhead as much as possible. If any air-support assets 
remain at the end of the mission, it probably means you didn’t try hard 
enough. Expect to encounter heavy Hind activity in this mission as well. It’s not 
unusual to kill four of these birds of prey before this firefight is over. 

In the early action, speed is life! Run like a bat out of hell toward the dominant 
ridgeline near the midpoint between you and the objective area. You can’t miss this 
terrain feature, as the slope you must traverse is one of the steepest you'll 
encounter in the whole game. Before you get to it, stay on the move and use your 
10x boresight magnification to pick and choose your targets carefully. 

When you get to the ridge, slow down. Two T-80s are dug in at the base of the 
back side of the ridge, opposite your current position. If you try to crest the ridge 
normally, even with the smoke-grenade techniques you’ve learned, you'll lock up 
targets on a distant ridgeline. Before you can break off and search the valley below, 
the T-80s will chew you up. 


Figure 6-3. Real disposition of forces prior to mission. 
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Instead, turn right and follow the base of the ridgeline until you come to the 
end. Be alert and have sabot up and ready. When you turn the corner on the 
eastern edge, you should be able to lock up and destroy both defenders in quick 
succession. Advance cautiously from this point. 

Approach the final objective area in control of a Bradley. Expend all your artillery 
calls on the complex network of bunkers, taking shelter from their fields of fire as soon 
as you designate a target. Repeat this process until FIST support radios back that 
they’re unavailable, then emerge with guns blazing an HEI barrage from hell. Take no 
prisoners until you hear the “mission complete, come pick us up” notification. 


Lessons Learned 


In some places the enemy decidedly uses terrain to his advantage, such as 
the midpoint ridgeline in this mission. When you come up against these 
situations, your optimum tactic is to deviate from the approach route he 
expects and turn the tables, surprising him. 
Another lesson is that in an area with heavy enemy air activity, it’s more 
important than ever to protect your M3s. Without the swift retribution of their 
Stinger missile batteries, the battlefield quickly becomes a very lonely place. 


Mission Two: Cluster Fire 


Echo 1 must proceed 321° north and west through Cypriot rebel 
controlled territory. All ground elements occupying the intervening 
area of operations are to be neutralized. Echo 1’s main objective will 
be the logistics/resupply base the rebel forces have established. 

Echo 2 is ordered to proceed on a north and west course heading. Your primary 
mission will be to provide a reserve fire base for Echo 1. Should Echo 1 fail in the 
completion of its mission, Echo 2 is authorized to terminate all outstanding objectives. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 2 T-80s 2 T-80s 2 T-80s 


2 BMPs 2 BMPs 2 BMPs 


Figure 6-4. 
Satellite 
intel prior 
to mission. 
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Mission Debriefing 


You’re outnumbered 2-to-1, but you'll manage this mission if you adopt a 
methodical approach. To win, you must employ every trick in the book, 
never losing sight of the terrain restrictions or the big-picture scheme of 
maneuver of both friendly and enemy forces. Other missions have allowed 
you to operate pretty much in one vehicle of the group; this time you'll find that a 
lot of cockpit hopping makes a difference. 

Pop in and out of the CCV much more frequently than you have been. While 
you're there, determine which encounter-in-progress is most critical to your units’ 
survival and mission accomplishment. Go to that unit. As you learned at the 
Command Staff Academy, knowing where to apply your energy in fluid combat 
situations is one key to victory. 


Figure 6-5. 
Real disposition 
of forces 

at start 

of battle. 
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Lessons Learned 


You have an hour to accomplish this mission, so it’s never necessary to 
rush headlong into unscouted territory. Plot every group meticulously and 
micro-manage all units to ensure the whole thing comes together to your 
liking. This mission also should reinforce how much more accurately you 
can target at higher magnification levels. 

Stay calm, scout the area ahead of your forces thoroughly, and you can prevail! 


Mission Three: Carcass 


Russian commanded Cypriot units have assumed control of territory 
north of Mt. Olympus. French and British forces have already been 
lost in 12 hours of heavy fighting. 

Echo 1 is ordered to initiate a hard strike into the rebel forces occupying the 
sector. Your initial course will be on a south and east heading. Primary target is to be 
the field command tactical ops encampment of enemy units operating in this region. 

Echo 2 is ordered to assume a course heading east and south. Your primary 
targets are rebel artillery platforms holding the zone of occupation north of the 
enemy tacops encampment. 2nd Plt is further authorized to assume a course 
heading south and west of enemy artillery platform. This will bring 2nd Plt in 
contact with enemy tacop field encampment. 2nd Plt is authorized to aid 1st Plt in 
the neutralizing of all elements within this area of operations. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
3 M1 Abrams MBTs 2 M1 Abrams MBTs 
1 M3 Bradleys 2 M3 Bradleys 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
1 T-80 3 T-80s 4 T-80s 2 T-80s 
3 BMPs 1 BMP 2 BMPs 
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Figure 6-6. 
Satellite recon 
of area prior 
to battle. 


Mission Debriefing 


Echo 1 faces a Bandit to the southeast right out of the gate. This is more a 
perceived threat than a real one—Echo 1 has the superior terrain position. 
The enemy must expose himself through the valley to get a shot. Halt 
immediately, pick your shots carefully, and you'll rapidly destroy Bandit 2, 
taking minimal damage in the process. 

Echo 2, however, faces Bandit 3 moving in from the north and Bandit 4 coming in 
rapidly from the east. Consolidation of firepower is a prudent move at this juncture, 
and Echo 2 should road-march at maximum speed to Echo 1’s now static position. 

The Bandit 4 units following Echo 2 will meet Echo 1’s entrenched guns and 
rapidly cease to be a tactical concern. Bandit 3 breaks off the chase and retires back 
to the northwest, remaining tactically insignificant for the rest of the encounter. 

When Bandit 4 is destroyed or breaks off pursuit, move Echo 2 directly east to 
the targets and artillery emplacements. There they meet with the remains of 
Bandit 4, easily overwhelming them. 
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Echo 1 should proceed to the main target grouping in the southeast. Once there, 
carefully walk a Bradley up the ridge to the west of the target cluster. As soon as 
you acquire a target lock, stop your M3 Bradley—mines are scattered across the top 
of this ridge. 

From this spotters’ position the M3 should be able to remove most of the threat 
potential in the valley by calling in copious Air and FIST support. Bring the 
remainder of Echo 1 around into the target valley through the southwest passage 
to wipe out remnants of resistance. 


Lessons Learned 


While many missions require the independent use of platoons, combining 
forces in the face of greater numbers is an important tactical tool. In most 
Armored Fist missions, the commander is the aggressor, walking into dug- 
in enemy forces. By this time, you know how effective a dug-in force can 
be. In this scenario we learn to turn that around, creating a dug-in force 
and luring the enemy into their gunsights, to deadly effect. 


Figure 6-7. 
Real unit deployments 
at start of mission. 
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Mission Four: Gravestones 


G-3 command element has sent a flash: urgent directive to all in-field 
assets of Echo Co. Caught directly along Echo 1’s return path is an 
enemy communications emplacement. Ist Plt is ordered to establish 
contact and initiate sterilization procedures against all enemy elements occupying 
the designated position. 

Echo 1 is then further authorized to assume a course heading along a 
south/south west corridor. Your objective will the signals/intelligence relay 
encampment Cypriot rebel forces have established in the region. Ist Plt is ordered 
to sanction all elements within this encampment. 


Figure 6-8. 
Satellite intel prior to mission. 


104 


{Rs Ws 2 Yo Cr OL eteki e ct mc aU KD Oo Ora Lc Cr 


Aegis ais- 


stitititititititi tis 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 
2 T-80s 4 T-80s 2 T-80s 
2 BMPs 2 BMPs 


Mission Debriefing 


Bandit 4 


1 T-80 
3 BMPs 


m At mission start Bandit 1 pins down Echo 1. Survival requires immediate 
use of smoke. This accomplished, call in all possible support and deal with 
|| Bandit 1. After destroying Bandit 1 and the northern target area, advance 
* cautiously to the south, stopping at every sign of threat. Carefully using 


support, numerous grenades and slow progress, you can eliminate Bandits 2 and 3. 
‘Take the remainder of the platoon up the mountain range northwest of the main 
target zone. Inch down the range and call in constant FIST support. 


Figure 6-9. 
Real unit 
deployments at 
start of mission. 
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Lessons Learned 


It’s unlikely that more than one Echo 1 M1 Abrams will survive conflicts 
with northern Bandit platoons. The situation is winnable if the remaining 
unit simply uses cover effectively and lets FIST and air support do the 
work. This mission graphically demonstrates the power of a single unit, 
properly supported by air and artillery elements. 


Mission Five: Snakedriver 


Battalion has ordered the fielding of three full platoons. Your 
collective mission objective is a forward push into rebel occupied 
territory. Ist Plt is ordered to assume a course heading of 174° south 
by southwest. This will bring Echo 1 into contact with enemy elements holding 
corridor Delta Romeo-7. Your primary objective is the sanctioning of all enemy 
assets within the area of operations. 


Figure 6-10. 
Satellite intel prior 
to mission. 
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2nd and 3rd Plts are to assume course headings of 228° south by south west. 
Your primary mission objective is to establish contact with and engage field 
command assets from the enemy’s Alpha HQ. Designated targets are to include 
both on line armor as well as logistics/resupply assets. Enemy forces have 
established forward lines of defense through heavy minefield saturation. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 Echo 3 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 3 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 1 M3 Bradley 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
3 T-80s 2 T-80s 2 T-80s 3 T-80s 
1 BMP 2 BMPs 2 BMPs 1 BMP 


Mission Debriefing 


Simply follow the preprogrammed waypoints in this mission. Echo 1, 2 
and 3 are more than a match for the four Bandits. Echo 1 and Echo 2 
should keep Bandits 1, 3 and 4 busy in the operation’s northern area, 
” leaving only Bandit 2 to be destroyed by Echo 3. Next, Echo 3 should slip 
around the western mountain range and approach the main target cluster from the 
west. Again, taking a spotter unit up on the ridge will soften up the valley for the 
remainder of the unit to march through the southwestern corridor for mop-up 
operations (basically, a replay of the final moments of Carcass). 
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Figure 6-11. 
Real unit deployments 
at start of mission. 


Lessons Learned 


Pound for pound the M1 Abrams and M3 Bradley are more than a match 

for any other forces. Here we demonstrate that, under equal conditions, 

without undue support on either side from dug-in positions or 

overwhelming airpower, that two U.S. platoons easily can immobilize 

three enemy units. On an even playing field, U.S. forces always prevail. (If 
only we could get more level playing fields!) 


Mission Six: Blaze! 


Echo 1 and Echo 2 are ordered to assume course heading 120° south 
ay by southeast. Echo Co’s mission orders are to establish a clear zone 
for the battalion night movement against remaining Cypriot forces. 
‘To this end, Echo 1 and Echo 2 are ordered to sanitize the field of all Cypriot 
occupational forces. Be advised that intervening territory is still controlled by dug 
in enemy emplacements. 

NATO intelligence further advises of the presence of at least two, possibly 
three artillery platforms in support of four Cypriot combined forces platoons. 
These artillery platforms are designated opportunity kills. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 
4 M1 Abrams MBTs 


Echo 2 


3 M1 Abrams MBTs 
1 M3 Bradley 


Red 
Bandit 1 Bandit 2 Bandit 3 


2 T-80s 4 T-80s 4 T-80s 
2 BMPs 


Figure 6-12. Satellite intel prior to mission. 


Bandit 4 
4 T-80s 
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Mission Debriefing 


Echo 1 and 2 should do the same thing at the start of this mission—find 
good spotting positions and dig in. The enemy will come to you. For 
Echo 1, the foothills immediately southeast should provide a good 
position. Echo 2 will find the foothill to the south best. From these secure 
niches, rain FIST support on the advancing Bandits 3 and 4. It should be possible 
to destroy the entire enemy force without a single casualty. 

Slowly move east and use FIST support to destroy all targets of opportunity. 
The combined power of Echo 1 and 2 should roll over Bandit 2 easily when this 
unit is encoutered near the enemy artillery emplacements. 

Now proceed to the range of hills northwest of the main target zone. Find a spot- 
ting position and call in FIST and air support to soften up enemy emplacements. 


Figure 6-13. Real unit deployments at start of mission. 
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Finally, proceed down the gully to the north of the target and remove all 
persistent enemy targets. Keep to the left of the passage to avoid mines near the 
enemy HQ. 

Be quick to use smoke. A seemingly endless procession of Hinds pose this 
mission’s most serious threat. These tanks-of-the-air are sure to inflict more 
serious losses on your units than the enemy armor. 


Lessons Learned 


With Bandits 2, 3 and 4 easily dispatched and Bandit 1 remaining dug into 
a position easily spotted for artillery, this should be a clean-up mission. 
However, expect solid losses. Why? A plethora of enemy Hinds. If this 
mission teaches anything, it’s the value of overwhelming air support. 
Unfortunately, you’re on the receiving end of this particular lesson. 


Mission Seven: Firestorm 


Ist Plt, Echo Co has received orders from Bravo HQ to assume a 
+) course heading of 117° south and east. This is a mop up operation 
against remnant Cypriot rebel forces. Mission objectives are to 
include remaining signals intelligence/electronic warfare platforms. 

Your secondary target is the remaining rebel field command base. Be advised 
that remaining Cypriot units have assumed a dug in posture and that all forward 
approach zones have been heavily saturated with minefields. 

2nd Plt has received orders to assume a course heading of 057° north by 
northeast. This will bring Echo 2 into contact with enemy field artillery batteries 
and signals intelligence uplink emplacements. The emplacement will be Echo 2’s 
primary objective. The final mission objective is to ride in support of Echo 1’s 
operation against remaining Cypriot rebel unit field command. 
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Figure 6-14. Satellite intel prior to mission. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 


3 M1 Abrams MBTs 3 M1 Abrams MBTs 
1 M3 Bradley 1 M3 Bradley 


Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 


4 BMPs 1 T-80 2 T-80s 3 T-80s 
3 BMPs 2 BMPs 1 BMP 


Mission Debriefing 


At mission start both elements of your force face a superior enemy: Echo 
1 faces two Bandit platoons, and a well-positioned Bandit 4 stalks Echo 2, 
supported by artillery practically in line of sight. 

Echo 1, however, has the better situation — air support is just a couple of 
clicks away. Taking advantage of this, immediately call in air support and run 
north. Do not, repeat, do not, engage Bandit 2 and 3 forces. 

Echo 2’s best hope, unfortunately, is to take as many enemy with them as they 
can. The platoon can handle its situation two ways, both about equal. The first is 
to run south immediately. This requires a Rookie/Roadmarch/Max setting and 
resetting Echo 2’s waypoints to lead directly away from the northern threat. Two 
units should survive if you employ this tactic. 

Then move the unit up the plateau southwest of the western target area. From there 
it’s possible to call in artillery support and destroy most of the targets in the cluster. A 
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quick run down the valley and up the other side gives access to the last two targets. 
Echo 2 also may charge Bandit 4. This normally results in the survival of only one 
platoon element; however, this unit is in the perfect position to call in FIST 
support on the target zone and rapidly mop up remaining targets. 

Whichever path you follow, when hostilities end the remaining Echo 2 elements 
should dig in facing east. All remaining elements of Bandits 2 and 3 will approach from 
that direction in a few minutes. By carefully monitoring enemy progress, the remains 
of Echo 2 can call in FIST support and exact revenge for their earlier humiliation. 

Echo 1, meanwhile, should swing back southwest as soon as Bandit 2 and 3 leave 
the area. Run in and make quick work of the easternmost target cluster. Proceed 
southwest slowly and call in artillery to destroy the enemy emplacement on top of 
the mountain, east of the main enemy target cluster. Then ascend this ridge slowly, 
calling in FIST and air support when you sight the main target cluster. Finally, 
proceeding slowly and constantly calling in FIST to cover every advance, move into 
the valley and use armor assets to destroy the last remaining enemy units. 


Lessons Learned 


As in the last few missions, be quick with the smoke. The enemy has a 
number of Hinds to put in the air, and expect a number of casualties from 
enemy air assets. Unfortunately, there’s no reasonable chance of your 
Echo 2 comrades surviving this encounter. However, if they don’t destroy 
the western target area, there won’t be time to remove this enemy 
encampment before the clock runs out on the operation. 

Used properly and with a bit of luck, though, the sacrifice of Echo 2 results in 
the destruction or near-destruction of not only the western target cluster, but three 
platoons of enemy armor. This is the lesson of Operation Firestorm. There are 
times you must sacrifice a unit for the good of the mission, but you should make 
the enemy pay the greatest possible price for its cost in material and human assets. 


Figure 6-15. 
Real unit 
deployments 
at start of 
mission. 
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entlemen, despite your successes in the previous three campaigns, it seems 
G that our request for some R&R down time has been disapproved. Given the 
circumstances motivating that decision, I’m certain you'll understand. It seems the 
new president of Syria has undertaken his first project as ruler of that state. The 
invasion of Turkey has begun. 

I don’t think I have to remind you, gentlemen, that tensions between these 
neighbors have been high for some time now. Washington is convinced the Syrian 
move is only a ploy to galvanize public opinion in favor of the new regime and 
avert further internal political instability. That’s probably a pretty fair assessment 
of the big picture, but it doesn’t really matter from our point of view. 

We must assume we’ll encounter a motivated, trained adversary. The rest of the 
warning order states that territorial border conflicts erupted into a full-scale 
declaration of hostilities just four hours ago. Operating under U.N. Resolution 
9378-438-C, units from the MLF Rapid Deployment Advisory Group have been 
deployed to the Turkish frontier. That’s us, gentlemen, so round up your troops 
and let’s get cracking. We’re palais naa 
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Figure 7-1. 
The Certain 
Fury 
Campaign 
Map. 
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Mission One: Two Tribes 


Ist and 2nd Plts, Echo Co of the 14th CAV have been issued orders 
sy) to engage enemy targets within the zone designated Bravo Sector. 
Echo | Plt must proceed on a course heading of 125° south by 
southeast. Objective will be a Syrian forward communications relay post. Echo 1 
has a course heading of 160° south by southeast. Designated objective is Syrian 
fuel replenishment emplacement. Secondary targets will include the ground based 
artillery battery. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 3 T-80s 2 T-80s 2 T-80s 


2 BMPs 


Figure 7-2. Satellite reconnaissance of known data at mission start. 
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Mission Debriefing 


Both platoons, Echo 1 and 2, begin the scenario under fire. Echo 1 begins 
| in a crossfire with Bandit 2 armor to the south and Bandit 3 to the east. 
Echo 2 starts out on a mountain ridge slightly north of Bandit 1. Bandit 3 
withdraws eastward to the communications base and won’t pursue Echo 1 
if Echo 1 doesn’t engage. Meanwhile, Bandit 2 heads west toward Echo 2. Bandit 1 
engages Echo 2 immediately and tries to drive it eastward into Bandit 2, 

surrounding and usually decimating Echo 2. 

The key to winning this mission is winning the opening battle. Blue forces 
should begin this scenario by falling back. Echo 1 should fall back approximately 
3 km northwest (heading 340) behind a mountain ridge, calling in artillery strikes 
on Bandit 3 in the east. Then proceed southwest following a general heading of 
220°. With a bit of luck, you’ll arrive directly behind Bandit 2 and destroy him 
with a surprise attack. Meanwhile, Echo 2 should retreat north over the ridge, 
call in artillery, and wait for Bandit 1 to cross the ridge. Ideally, Echo forces will 
destroy all eight vehicles in Bandit 1 and 2 without losing more than two 
vehicles themselves. 

Now, Echo forces have clear passage to the enemy artillery base. They should 
rendezvous near Echo 2’s starting position, proceed directly south (on a heading of 
180° to avoid minefields), continue .3 km south of the artillery base, and attack the 
base from its southern edge. Numerous mine fields contaminate the east and west 
sides of the base, so attacking from the south is critical. Blue forces should stop 
before crossing the final ridge encircling the camp and call in several orders for 
artillery fire. 

Watch for enemy Hinds, then blitz rapidly through the base destroying 
everything in site. The communications base is heavily defended to the north, 
west, and east, but the valley extending to the south is unfortified. Both Echo 
platoons should blitz across the terrain eastward on a heading of 080°, staying at 
least .25 km south of the communications base. There are no minefields in the 
area and usually no enemy helicopters, but Echo may take some artillery fire from 
positions in the far north. 

Exercise great caution: Bandit 3 defends from within the valley at this point, 
supported by enemy helicopters. Proceed north through the canyon slowly and 
carefully with one platoon on the east side and one platoon on the west, 
creating a cross-fire situation for any Bandit unit unfortunate enough to 
confront Echo forces. 


117 


=> Armored Fist = The Official Strategy Guide 


FOE set (eS TO keta GE Eel Cen iG Oa a Hegel [ee Lspdaspoed spel ge [se Tet Woe I ge yet Tai] 


Lessons Learned 


This scenario presents only one challenge: taking command of two 
platoons that are both under fire. If you survive the initial battle, you’ll 
most likely win the scenario. Again, falling back and regrouping provides 
Blue’s most effective tactic. Exit to the CCV screen, pause the action, 
delete all waypoints provided for both platoons, and reconfigure with the 
new paths outlined above. Only after both platoons receive viable mission orders 
should you personally take command of a vehicle. 
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Figure 7-3. Actual unit dispositions at problem start. 


Mission Two: Old Wounds 


Echo Co has been given operational charge of Bravo sector. Utilizing 
Ist and 2nd Plts, Battalion has ordered the rapid sanitizing of Enemy 
field command headquarters. Assuming a course heading of 325° 
north by northwest, Echo | has been ordered to proceed into Syrian area of 
operations. Your designated target is the field command headquarters the Syrians 
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have established in Bravo sector. Echo 2 has been ordered to proceed on a course 
heading of 334° north by northwest. Echo 2’s primary objective will be as security 
for 1st Plt, clearing the field of enemy units. However, should 1st Plt find itself 
unable to complete its mission, Echo 2 is authorized to neutralize enemy field HQ 
in Bravo sector. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Abrams MBTs 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80 2 T-80s 1 T-80 3 T-80s 


2 BMPs 3 BMPs 1 BMP 


Figure 7-4. 
Satellite intel for 
Bravo sector at 
start of mission. 
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Mission eurien 


Again, Echo forces begin in an unrealistic position, already under fire. 
Echo 1 begins slightly south and east of Bandit 1, already in range. Bandit 
2, roughly 3 km northwest of Echo 1, races south toward the initial battle. 
To the west, Echo 2 begins with a slight breather as Bandit 3 comes south 
across the ridge to engage. 

The key to this mission is surviving the first battle. Echo 1 should open fire on 
Bandit 1 and immediately withdraw on a heading of 220° toward Echo 2. As it 
withdraws, Echo 1 should call for a healthy dose of artillery fire to cover the 
retreat, followed by air support. In most cases, you’ll destroy Bandit 1 and heavily 
damage Bandit 2 without sustaining losses of your own. Echo 1 should continue 
calling artillery fire behind it as it lures the remnants of Bandit 2 toward an Echo 2 
ambush. Echo 2, meanwhile, must call artillery into the hills north of its starting 
position, then quickly move in behind the fire and destroy Bandit 3, freeing Echo 2 
to ambush Bandit 2 as it pursues Echo 1. 


Figure 7-5. 
Actual unit 
deployment 
at start of 
scenario. 
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Armor and helicopters lightly defend Syrian field headquarters, this scenario’s 
objective. However, numerous minefields contaminate the surrounding hills. The 
only clear path is through the valley’s southern arm, exposing Echo forces to 
Bandit artillery and Hinds. Echo forces should execute a hammer-and-anvil attack 
from the southwest and southeast using generous amounts of artillery and air 
support. One Echo platoon should advance into the valley while the other engages 
the southernmost artillery site. 

Slowly advancing along the canyon walls protects you from Hind attack on at 
least one side. Move carefully forward and destroy the bunkers as they become 
visible. Don’t move farther forward than absolutely necessary; this exposes Echo 
units to return fire. 


Lessons Learned 


During combat, night-vision gear easily sustains damage. Without it, 
Echo forces are completely blind on this night mission. It’s imperative, 
therefore, that Echo forces execute cautious attacks allowing them to fire 
without receiving return fire. A unit with damaged night-vision gear is as 
useless as a destroyed unit. 


Mission Three: Seconds 


Syrian forced have devastated 2 Plts from India Co/12th Cav in the 
H) south eastern area of operations designated sector Zulu-Mike One. 
Echo 1’s orders are to proceed along an eastward course to primary 
target zone. Echo | is to destroy the Soviet-built signals intelligence/ electronics 
warfare emplacement. These targets are to include any and all COMSAT array 
dishes and accompanying relay bunkers. Furthermore, all dug in enemy units are 
sanctioned. Echo 2 is on line to assist. 
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Orders Of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 2 T-80s 2 T-80s 1 T-80s 
2 BMPs 2 BMPs 2 BMPs 3 BMPs 


Figure 7-6. Satellite intel of known data at start of mission. 


Mission Debriefing 


Echo forces begin this mission in an impossible position. Trapped in a 
valley between the Syrian artillery base and logistics camp, Echo 1 and 
Echo 2 are not only separated and engaged, but Echo 1 is completely 
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surrounded. In the south, Echo 1 faces enemy platoon Bandit 1. Three Bandit 1 
armor units guard the pass through the ridge due west of Echo 1’s starting 
position. A particularly nasty BMP is dug deeply into the hillside directly south of 
Echo 1 (with a near-perfect sniper position over Echo 1), and is almost impossible 
to hit. This BMP takes out one Echo 1 M1 tank with a missile in the scenario’s 
first five seconds. 

There seems to be no escape for the M1. From its vantage point, the BMP 
observes most of the flatlands between the two Syrian camps, allowing it to direct 
artillery fire almost anywhere Echo 1 can go. Syrian bunkers line the hillsides, 
further restricting Echo 1’s movement. Meanwhile, in the north, Bandit 3 engages 
Echo 2. Except for the ring of bunkers surrounding Echo 2, this seems to be a 
fairly even battle. 

The BMP south of Echo 1 is the most critical. When the scenario begins, 
immediately seize control of your M1 and call an artillery strike. This M1 tracks 
the BMP at mission start, but act quickly as the M1 almost always is destroyed 
within five seconds. Call in two batteries and request air support if you can; you 
must eliminate that dug-in BMP. Failing this, all Echo 1 vehicles usually will not 
survive the initial firefight. 

Echo 2 should begin the engagement moving west on a 225° heading. Bandit 3 
pursues closely with Bandit 2 about 3 km behind them. Echo 2 should call in artil- 
lery fire behind them as they move toward the ridges southwest of their starting 
position to destroy the bunkers lining these vantage points. Echo 1 must move north 
quickly along heading 025° and engage the two Syrian platoons from the rear. 

The extremely difficult opening battle requires quick action, precise timing, and 
a lot of luck. In most cases, the hidden BMP in the south destroys three Echo 1 
vehicles before it is itself destroyed, sometimes eradicating the entire platoon. 
Meanwhile, Echo 2 usually loses at least one (and often two) of its vehicles. The 
survivors, making generous use of air and fire support, must evade enemy Hinds 
and move through the Syrian artillery base without further losses. 

The survivors must then head 000° until .5 km north of the bunkers, turn east 
to 090°, drive nearly 2 km past the logistics base, then turn southwest to 225° and 
destroy the Syrian outpost. Nine bunkers and two BMPs defend approach routes 
to the post. The bunkers try to immobilize Echo forces by dislodging tracks, then 
the BMPs move in for the kill. Echo forces must destroy every bunker they 
encounter before the bunker can return fire. Heavy doses of artillery help, but 
generally have little effect on the bunkers themselves. By the time Echo survivors 
engage the logistics base usually only two vehicles remain, both of which are 
generally low on ammunition. 
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Figure 7-7. Satellite intel of actual location data at mission start. 


Alternatively, you may choose to unlock the mission (see Chapter 2) and move 
Echo platoons to a better starting position. Some may consider this cheating, but 
it makes for a more realistic scenario than beginning the mission surrounded and 
under fire in a Syrian valley with no tactical advantage (and it’s significantly more 
realistic than playing the mission, being killed, and replaying the mission until 
you ve ferreted out the enemy). 


Lessons Learned 


The southern BMP illustrates the deadly advantage of a dug-in position. 

While hidden in its crater, the BMP can attack, or direct others to attack, 

Echo forces throughout the entire flatland area between the two bases. 

You can’t simply charge dug-in units; first you must escape their line of 

fire, then direct other combat assets onto their position. As this mission 
illustrates, a single, well-fortified BMP can decimate an entire platoon. 
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Mission Four: Eclipse 


Caught in a running battle, the remaining three units from Echo Co 
must clear the field of all Syrian units. Be advised that mine fields 
contaminate the area of operations and air support is at a minimum. 
Although initial course heading is 136° south by southeast, enemy units are 
approaching from all directions. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
1 M3 Bradley 


Red 
Bandit 1 Bandit 2 Bandit 3 
4 BMPs 4 T-80s 4 T-80s 


Figure 7-8. 
Photo intel of 
known force 
dispositions at 
scenario start. 
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Mission Debriefing 


2 At first glance, your two M1s and single M3 against 12 Syrian tanks seems 
| a little one-sided. Fortunately, this mission has a simple approach. At the 
| start of the mission, immediately withdraw due west along heading 270°. 
After you cross the first ridge, turn left to 240° and continue for roughly 1 
km. Turn left to 190° and continue for another 1.3 km. Turn left to 160 for .5 km, 
then left to 145°. Continue along heading 145° until you cross the large ridge. 
Stop. You should be due west of Syrian artillery positions. 

Meanwhile, the Syrians will grow weary of chasing you and all three Bandit 
platoons will retreat into the narrow crevice north of their artillery. Let them 
gather, then head 045° to the foot of the mountain. Carefully aim your artillery 
over the ridge and onto the Syrian armor. Aim carefully and your artillery should 
easily destroy half or more of the Syrian vehicles. With heavy air cover, move 
carefully over the ridge. Call more artillery on the Syrian artillery stations while 
you methodically pick off the remaining Syrian armor. Your worst enemy is the 
clock-you have only 15 minutes to complete the mission! 


Figure 7-9. 
Actual unit 
dispositions, start 
of Eclipse. 
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Lessons Learned 


This mission clearly illustrates the foolishness of packing too many 
vehicles in too small an area. When the Syrians withdraw their decidedly 
superior force, they become easy targets for your artillery. Again, the key 
to Blue victory is not an immediate attack, but rather to withdraw and re- 
engage on Blue’s terms. 


Mission Five: Sacrilege 


Echo 1 has been issued a course heading of 166° south by southeast. 
This will take the Plt through Syrian dug in positions. Ist Plt’s 
primary objective is the sanitizing of this region, designated Romeo 
Delta-3. MLF COMSAT intel has issued the advisory warning that the heaviest 
concentration of Syrian forces will be in the pass designated Sierra-4. 

Echo 2 must assume a course heading of 223° west and south into Syrian 
occupied territory. Echo 2’s primary objective will be the remaining Syrian 
artillery platform. 

Ist and 2nd Plt are then ordered to the secondary target in the southeast 
quadrant of the area of operation, Syrian logistics depot. Both Plts are ordered to 
neutralize all elements within this encampment. 


=< 
jaar > 
ARSTE ‘AAI 
30, S5SF 
DEP 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 4 T-80s 2 T-80s 2 T-80s 


2 BMPs 2 BMPs 
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Figure 7-10. 
Satellite intel of 
known data at 
start of mission. 


Mission Debriefing 


This mission requires a slow but steady advance into the face of enemy 
forces. As usual, your forces are greatly outnumbered, but the terrain is 
very hilly and quite favorable. Echo 1 should advance slowly and steadily 
along pre-plotted waypoints, usually making a cautious stop before 
crossing any ridge (especially the first). Keep the air support coming and make 
judicious use of your two artillery posts. With practice, you should be able to call 
fire masterfully on the hillsides just over each ridge and destroy Syrian assassins 
waiting for you. 

Echo 1 faces two tough battles. A Syrian armor platoon (Bandit 1) waits just over 
the first ridge and will charge toward your position followed closely by two Hind 
attack helicopters. Bandit 2 waits at the foot of the hills just south of the first 
firefight, making it difficult for Echo 1 to advance. With Echo 1 pinned down, the 
Hinds converge and devastate Echo 1. Echo 1 depends on its SAM-equipped M3s 
to stop the enemy helicopters while the M1s engage enemy armor. 

Echo 2 faces a tough battle along its pre-defined course. Your best bet is to stick 
with the default route and call artillery to sanitize the route ahead, then mop up 
any surviving Syrian armor. 

In the end, Echo survivors should stop short of the enemy fuel depot and use 
any remaining artillery to finish off the required targets. Using artillery with care, 
it’s possible to destroy the enemy base without actually engaging it. 
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Lessons Learned 


Air support is nearly useless in this scenario. While enemy helicopters 
stand head-to-head with your units and exchange rounds in the teeth, 
your helicopters run for home at the first sign of flak and crash in brilliant 
flames at the slightest hint of being hit. Use the Apaches as decoys to 
distract the enemy, but rely on artillery to clear the road ahead. 


Figure 7-11. 
Actual disposition 
of units at the 
start of scenario. 


Mission Six: Dogs of War 


Caught between converging Syrian units, Echo 1 must proceed on a 
course heading of 300° north by northwest. Your objective is to reach 
2nd Plt and aid in the defense of Bravo field command HQ. All 
enemy units occupying intervening territory are designated targets. Be advised 
that Syrian forces have mined the zone. Furthermore, Syrian MBTs are being 
closely supported by in-field MLRS platforms. 
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Echo 2 is ordered to stand its post in defense of Bravo field command HQ. Be 
advised that civil engineers have surrounded the encampment with minefields. 
All approaching enemy units are your designated targets. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 
2 T-80s 3 T-80s 
2 BMPs 1 BMP 


Echo 2 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Bandit 3 Bandit 4 
3 T-80s 4 T-80s 
1 BMP 


= iF 
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Figure 7-12. 
Troop locations 
known before 
mission start. 
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Mission Debriefing 


It appears that the Syrian army significantly outnumbers the U.S. military. 
Four Bandit armored platoons advance on a U.S. field HQ with only two 
U.S. platoons in defensive positions. Echo 2 is split up and fortified 
around the field headquarters. 

Echo 1 starts the scenario on the road. Three platoons converge on Echo 1 
southeast of field HQ. Bandit 4 pursues, Bandit 1 moves southeast directly into 
your face and Bandit 2 is dug in west of your starting position, acting as a sniper 
while you try to advance. 

Echo 1 has one purpose in this scenario: move northwest along a heading of 
300° and engage Bandit 1. Based on the planned Syrian movements, it’s imperative 
that you engage and destroy Bandit 1. Outnumbered 3-to-1 and surrounded, Echo 
1 has almost no chance of survival without ceding the field HQ to the enemy. Take 
command of Echo 1 and charge valiantly to the north! 

Echo 2 is the mainstay of this scenario and must be repositioned slightly. At 
mission start, Bandit 3 tries to attack the field HQ from the north. Two Echo 2 
units are in position to defend and should effectively hold off Bandit 3 without 
your assistance. Shortly thereafter, Bandit 1 survivors attack from the east. Echo 2 
should call artillery fire and air support as Bandit 1 survivors attempt to climb the 
HQ’ eastern ridge. Finally, Bandit 4 moves north, past the base, then circles back 
to attack from the north flank from virtually the same location Bandit 3 attacked 
from earlier. Echo 2 must reposition all four units along the northern pass into the 
base and continually call artillery and air support. 

Per orders, Echo 2 should not advance out of the valley. It has an excellent, 
defensive dug-in position that’s difficult to penetrate. For the final firefight 
between Echo 2 and Bandit 4, try positioning two units each on the east and west 
sides of the pass, creating an effective cross fire Syrian forces must pass through 
to pursue their goal. Although Echo 1 undoubtedly will be lost, if it weakens 
Bandit 1 substantially in the initial firefight Echo 2 should have little trouble 
holding the fort. 
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Figure 7-13. 
Actual positions 
of units at start 
of battle. 


Lessons Learned 


A good defensive position burrowed into the hillsides is hard to defeat, 
especially when the defenders line the hills on either side of a mountain 
pass. When the enemy is forced to enter the pass, the defenders rain down 
destruction from secure hiding points. Unfortunately, this mission 
requires a suicide run by Echo 1, something the U.S. Army would be 
unlikely to undertake, especially against such an insignificant foe. 


Mission 7: Fury 


Ist and 2nd Plt are to proceed on course headings of 114° south by 
southeast. Your mission will be part of the larger final push against 
retreating Syrian forces. As such, your objectives will be to break the 
remaining lines of Syrian defense. 

The Syrian forces have established two lines of defense between your initial 
position and their remaining command headquarters. The first line of Syrian 
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armor lies with the boundaries of sector designated Romeo Kilo-7. This field is 
heavily mined and saturated with dug in Russian built and commanded MB's. 
MLF intelligence has also issued an advisory that the secondary line is supported 
by Syrian MLRS platforms. Both intervening zones are to be cleared of enemy 
occupation. Final mission objective will be the remaining Syrian field command 
encampment. All elements within this area of operations are to be sanctioned. 


Orders of Battle/Recon Photo 


Blue 


Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Echo 2 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 2 T-80s 3 T-80s 2 T-80s 
2 BMPs 2 BMPs 1 BMP 2 BMPs 


Figure 7-14. Reconnaissance of known data at mission start. 
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Mission Debriefing 


æ= This is the final battle. Echo platoons must break Syrian defensive lines 
| and capture their field-command post. Echo 1 and 2 begin the mission 
near each other moving southeast, headed directly into (well dug-in) 
Bandit 2. 

Due west, over the mountain, Bandit 3 attempts to flank the Echo forces. When 
Echo forces stop to engage Bandit 2, Bandit 3 will attack from the rear. Therefore, 
move into the hills and stop. Echo 1 should head 040° and stop in the western 
mountains while Echo 2 moves along heading 120° into the eastern mountains. 
Ambush Bandit 3 as it passes, then keep pretty much to the pre-plotted waypoints. 
Echo 1 should move due south while Echo 2 follows the original plan, allowing 
the two forces to encircle the stationary Bandit 2. These are relatively easy attacks 
and Echo forces should emerge unscathed after the first two firefights. 


Figure 7-15. Actual position of all forces prior to start of mission. 
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Following heading 120°, both Echo forces must move south and engage 
Bandit 4, which is executing a large, circular patrol. Use air support to recon the 
area ahead of the armor and attack Bandit 4 when its back is turned. After 
destroying Bandit 4 and the Syrian positions within its patrol, again following 
heading 120° and repeat the procedure with Bandit 1, which executes a similar 
circular patrol around the command encampment. Again, use air support to 
locate the armor, issue a preparatory artillery strike, then blitz through and 
destroy all enemy contacts. 


Lessons Learned 


Don’t fall for enemy traps. Use your air support and make sure no 

enemies are flanking you, especially as you move into a choke point. 

Although your air support rarely will execute any noteworthy combat 

actions, it’s an excellent recon platform. Let the artillery soften up the 

targets, then finish off the high-value units with your armor. Victory over 
Syria is assured! 
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s enemy forces push into Azerbaijan, multilateral forces have been called 
A upon to intervene. Echo Co/3rd Batt/14th Cav is airlifted from the field at 
Saudi Arabia to Azerbaijan. Your overall mission is to refuse unlawful enemy 
intrusion into sovereign Azerbaijani territory. This is not a drill! 


Mission One: Iron Will 


Ist Plt, Echo Co, (Echo 1), has been issued its first mission. Your 
orders are to proceed upon a course heading of 147° south by 
southeast. Your first targets are dug in enemy forward op’s platforms. 
You are to sanitize the area of operations for MLF relief lines. 

The second designated target zone is on a course heading of 162° south. You are 
to neutralize all enemy field refueling modules as well as any MBTs or IFVs 
standing watch. 


bilisi 


. ssi ` 
Rustawi ae 
| [E] __ Blood Feud F. 


Iron Will = 


m Figure 8-1. 
gg Apocalypse į The Fire 
“ae J ol. Hammer 
Campaign 
Map. 
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Figure 8-2. Satellite reconnaissance of known forces at mission start. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 
3 T-80s 2 T-80s 4 T-80s 
1 BMP 2 BMPs 
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Mission Debriefing 


This mission is straightforward: penetrate a reinforced defensive position 
and capture an enemy refueling base. Echo 1 should proceed along 
preplotted waypoints, taking extreme care when crossing the first two ridges. 

Dug-in units to the east and west pin Echo 1 in a cross fire upon 
crossing each ridge. Advance slowly to the rim of the first ridge and examine the 
environment carefully before crossing. It’s possible to detect and prosecute the 
first two armored units without crossing the ridge and exposing Echo 1 to counter 
battery fire. Repeat the same cautious approach to the second ridge; it’s likewise 
defended by two remaining Bandit 1 units. 

Bandit 2 protects the valley containing the fuel base while Bandit 3 executes a 
long, circular patrol through the base and to the southwest. Again, approach the 
valley rim with caution. Call in air support to spot enemy positions, then direct 
artillery fire. With careful aiming, you may achieve the objective without ever 
actually entering the fuel base. 


Figure 8-3. Actual deployments at start of mission. 
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Lessons Learned 


Again, the intelligent use of air assets (as recon platforms) and artillery (to 
clear the route ahead of your forces) wins the day. A cavalry charge into 
the heart of the enemy, while decidedly dramatic, is patently suicidal. In- 
theater combat support forces are there to do exactly that—support your 
armor units. Use it. 


Mission Two: Iron Hammer 


Caught between two enemy echelons, Echo 1 must traverse converg- 

3) ing fire zones to destroy targets located both west and east of initial 
= position. 

Echo 1's first designated target area is located on a westward heading. You must 
destroy enemy refuel and logistics elements. Should artillery platforms be found, 
they are to be neutralized as well. 

Echo 2 is standing by in reserve. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 


4 M1 Abrams MBTs 1 M1 Abrams MBT 
3 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 1 T-80 3 T-80s 2 T-80s 


3 BMPs 1 BMP 2 BMPs 
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Figure 8-4. Satellite reconnaissance of known data at mission start. 


Mission Debriefing 


= Echo 1, the primary assault force, packs considerable firepower, as it’s 
| equipped with four M1s. But, due to lack of M3s, Echo 1 has no 
|| significant surface-to-air weaponry. Therefore, Echo 1 should remain on 
” the move as much as possible to avoid being pinned by enemy Hinds. 

Bandit 3 starts the scenario moving across Echo 1’s path toward a cluster of 
bunkers. Echo 1 should move slowly over the first ridge, then call multiple 
artillery bursts down on the bunkers. With a little luck all you'll destroy all four 
bunkers and most of Bandit 3. Bandit 4, meanwhile, moves west and engages Echo 2 
in an open firefight. 

Bandit 2 guards the valley containing the depot with Bandit 1 dug into the 
northwestern mountains. When Echo forces move in to engage Bandit 2, Bandit 1 
acts as a sniper from its elevated position and decimates them. Instead, call in air 
support and artillery to engage Bandit 2 in the valley while you move into the 
mountains and ferret out Bandit 1. 
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Figure 8-5. Actual disposition of forces before mission. 


Lessons Learned 


Bunkers, lining almost every approach route to the depot, are this 
mission’s primary threat. Bunker fire pins down your forces while enemy 
armor and Hinds move in for the kill. Use artillery and machine-gun fire 
generously against bunkers and keep moving! 


Mission Three: Apocalypse 


Echo 1 is ordered on a night mission into enemy controlled territory. 
mission objectives lie along a course heading of 045° north by 
northeast. 

However, G-3 operations has advised that an alternate route be established. All 
direct approach paths have been laden with minefields and are being supported by 
Russian units on patrol. 
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Echo 1’s primary goal is a retributive strike against enemy fuel supply stations. 
secondary targets are any and all units surrounding primary mission objectives. 

Elements of Echo 2 have been brought on line to support first platoon. Should 
Echo 1 fail in the completion of it’s mission, Echo 2 is authorized to terminate any 
outstanding designated targets. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 1 M1 Abrams MBT 
2 M3 Bradleys 1 M3 Bradley 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 3 T-80s 2 T-80s 
2 BMPs 1 BMP 4 BMPs 2 BMPs 


Figure 8-6. Intelligence photo of force disposition before battle. 
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Mission Debriefing 


=) Both Echo platoons should withdraw immediately to the southwest and 
| chart a circular, clockwise path behind the mountains. Bandits 1, 2, and 4 
|| all execute similar clockwise patrols east of Echo 1’s starting position. By 
" withdrawing and skirting the mountains, Echo platoons avoid being 
trapped by an enemy hammer-and-anvil attack. Circle well north of the enemy 
depot, then travel due east into the enemy valley. 

By this time, most Bandit platoons should be in the lower southwest portion of 
their circuit, leaving only Bandit 3, stationary in the fuel depot valley where it 
defends the enemy post. Ideally, Echo forces can engage the valley and destroy 
required targets without engaging Bandits 1, 2, and 4. 


Figure 8-7. The actual disposition of forces prior to mission. 
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Lessons Learned 


In this mission, timing is critical. Facing overwhelming numbers of poorly 
deployed troops, Echo forces should withdraw, wait for patrolling Bandit 
platoons to depart, then engage the single platoon guarding the base. By 
choosing the terms of the fight, Echo forces change the odds from the 
initial 12-to-6 in Red’s favor to 6-to-4 in Blue’s favor. 


| 
| 


Mission Four: Wolfpack 


Echo 2 has been ordered on a strike mission into enemy territory. 
J With an enemy platoon already in pursuit, your unit has been issued a 
course heading of 118° south by southeast. Your first targets are 
COMSAT uplink emplacements. Be advised, Armenian units have dug into the 
surrounding area. Your secondary target is the switching post located on a 
southward course heading from the enemy communications point. 


Figure 8-8. 
Satellite intel of known data 
at mission start. 
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Orders of Battle/Recon Photo 


Blue 
Echo 2 


2 M1 Abrams MBTs 
2 M3 Bradleys 


statie] 


Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
3 T-80s 2 T-80s 3 T-80s 2 T-80s 
1 BMP 2 BMPs 1 BMP 2 BMPs 


Mission Debriefing 


) This is a very complex mission deep in the heart of enemy defenses. At 
mission start, Bandit 4 pursues Echo 2 as the latter approaches the 
| primary target, which is guarded by a dug-in Bandit 1. Bandit 3 executes a 
” circular patrol south of the primary target and yet another platoon, Bandit 
2, is dug in at the secondary target. Odds are 16-to-4 against Blue—this is a 
difficult mission. 

Echo 2 should disregard pre-programmed orders and turn south to a heading of 
roughly 190°. Quickly call air and artillery support behind you to shake your 
pursuers. With quick and precise action, Echo forces can escape completely 
unscathed, while support forces decimate the enemy. 

Do not approach the primary target. Instead, stay several kilometers west and 
proceed due south. Call air support continually during the trek to provide recon and 
protection from patrolling Bandits on your left flank. Circle back and attack the 
secondary target from its southern flank. This allows you to destroy the single 
enemy artillery-support base and avoid minefields guarding the secondary target. 
Approach carefully and you should lose no forces in this firefight. 

Echo 1 then must proceed northeast along heading 020° and attack the primary 
from its southeast flank. Echo forces can remain hidden behind the small ridge 
southeast of the primary target and walk artillery fire throughout the valley. Echo 
2 need not enter the valley. 
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Figure 8-9. 
Actual distribution 
of forces prior 

to mission. 
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Lessons Learned 


Outnumbered 4-to-1, Echo forces must display ingenuity rather than 
muscle. Echo 2 must choose the time and place for each engagement such 
that Blue enters each firefight with an advantage. Remove enemy artillery 
and air support first, then use your own fire support to weaken enemy 
positions without engaging tank-to-tank. 


Mission Five: Crusades 


Echo 1 and the remains of Echo 2 (14th Cav) are caught in a running 
battle for enemy artillery lines. 
Your mission objective is to sanitize the intervening zone of all 


enemy artillery and dug in support. Your initial path is on a course heading of 090° 
due east. 
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Figure 8-10. Satellite intelligence of forces before battle. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
1M1 Abrams MBT 2 M1 Abrams MBTs 


3 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
1 T-80 2 T-80s 1 T-80 2 T-80s 
3 BMPs 2 BMPs 3 BMPs 2 BMPs 
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Mission Debriefing 


This extremely difficult mission pits your forces against superior enemy 
numbers in well-fortified positions. First and foremost, both Echo 
platoons should reverse course, head west, and engage Bandit 4. Only 
~ after Bandit 4 is destroyed should Echo forces head east. 

No matter how you proceed east, you’re exposed to enemy fire. Approach 
tactics are nearly useless. Your best approach is to head east while zig-zagging 
north and south. Stop at each ridge, call air support to scout ahead, then use liberal 
artillery to sanitize your approach route. In all likelihood you'll exhaust your 
artillery long before completing the mission. 

Once this happens, you must pop smoke ahead of you on each ridge crossing. 
Scout under a thick, protective blanket of fumes. Engage a couple of enemies 
before the smoke dissipates, then back over the crest of the ridge and repeat the 
process. Proceed cautiously and you can survive. Time is your greatest enemy in 
finishing this mission successfully. 
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Figure 8-11. Actual disposition of forces prior to mission. 
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Lessons Learned 


Accuracy is the word of the day. Accurate artillery fire while you hide 
beneath hills, followed by precise main-battery targeting when you crest 
the ridges, are key to this mission’s success. Except for spotting on your 
CCV map, air support is of little value. 


Mission Six: Merciless 


Two days of fighting has found Echo 1 caught between converging 
J enemy forces. It is dusk and the field is littered with fallen U.S. units. 
Your goal is to break through Armenian lines. Be advised that the 
Russian built T-80s and BMP-2s are under the command of Russian trained 
military advisers. 

You are to proceed 010° north by northeast back to MLF controlled operational 
zones. all enemy units are designated opportunity targets. Be advised that the 
northeast pass into friendly territory is saturated with both western and rogue mines. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 1 M1 Abrams MBT 
2 M3 Bradleys 2 M3 Bradleys 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 1 T-80 3 T-80s 3 T-80s 
2 BMPs 3 BMPs 1 BMP 1 BMP 
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Figure 8-12. 
Satellite 
reconnaissance 
of known 

data at 
mission start. 


Mission Debriefing 


At the onset, Bandit 1 moves south, Bandit 3 north, and Bandit 4 west—all 
toward Echo’s starting position. A stationary Bandit 2 guards the only escape 
route to the northeast. Echo is caught between a rock and a hard place. 
There’s really no two ways about it—this mission is a gunfight. Enemies 
are converging and there’s almost nowhere to hide. You probably must sacrifice 
Echo 2, the smaller platoon. It should continue north and engage Bandit 1. Echo 1 
should withdraw southeast, wait for all Bandits to pass, then engage from the rear 
with artillery and air support. Only quick action and dead-eye shooting win this day. 
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Figure 8-13. 
Actual unit 
dispositions at 
mission start. 


Lessons Learned 


If you want to increase the effectiveness of all your platoons, set AI 
modules to Rookie/Opportunity/Diamond/Medium. This ensures that 
platoons not under direct control don’t gallivant across the ridgetops 
drawing fire. You may take longer to reach your objectives, but time is less 
critical in this scenario than in others. 

Maximize the effectiveness of all combined-arms assets. Use smoke liberally, 
including engine smoke to cover your rear quadrants, as Russian optics are not on a 
par with yours. Expect to encounter a slightly faster and more accurate rate of fire 
than you have previously in this campaign due to the presence of Soviet advisors. 
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Mission Seven: Panzerfaust 


Caught behind enemy lines, Echo 1 must battle its way to friendly 
YJ territory. All Russian commanded MBTs and IFVs are authorized 
7” targets. Be advised that Echo company fire support teams have not yet 


reached their designated fire base. There may be a delay in the initiation of 


artillery support. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 


2 M1 Abrams MBTs 
2 M3 Bradleys 


Red 
Bandit 1 Bandit 2 Bandit 3 
2 T-80s 2 T-80s 2 T-80s 
2 BMPs 2 BMPs 2 BMPs 


Bandit 4 


2 T-80s 
2 BMPs 


Figure 8-14. 
Satellite recon 
of known 
data at 
mission start. 
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Figure 8-15. Disposition of forces prior to battle. 


Mission Debriefing 


Echo forces begin this mission in the flat with Bandits 1 through 4 
converging from all four sides. Artillery and air support are not initially 
available. This is a simple shootout mission. Whoever shoots best wins. 
Stay on the move, watch out for Hinds, and aim carefully! 
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Lessons Learned 


Put everyone in a diamond formation. Set AI values to Rookie and 
Opportunity. This sounds crazy at first but sit still and pop a lot of 
smoke. Pick your targets carefully and, though it’s difficult, try to work 
from the closest to the farthest. Call in air support periodically as you 
thin out the opposition. It won’t be available for a while yet but you'll 
know as soon as it is. Use Sabots first, then heat. Make sure the targets you lock 
are susceptible to the round loaded. If not, skew the turret a minimum of 90° and 
try to lock a new target. 

You may empty the magazines of your weapons in this battle’s opening salvos. 
With luck, by then air support and artillery will be available to harass the 
remaining targets. Once you get a positive response from combined arms, get on 
the move again. Don’t waste air on recon missions in this scenario. You’ll need 
every last weapon at your disposal to finish. 
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yelorussian units commanded by Russian officers from the 33rd tank guards 
B army have invaded the Ukraine. Nearly a week of bloody conflict has 
brutalized local military forces. The 14th Cavalry has just arrived in country. 


Mission One: Avatar 


The 14th cavalry has just arrived in country. The Ukraine has been 
invaded by Byelorussian units commanded by Russian officers from 
the 33rd tank guards army. Nearly a week of bloody conflict has 
found local military forces brutalized. 

Echo 1 is to proceed east and south through Russian occupied territory. Echo 1’s 
first mission objective is to neutralize OPFOR forward line elements. 

Echo 1 must proceed on a course heading approximately 169° due south. Echo 1’s 
goal will be the complete sanitizing of Russian communications emplacements. 

Echo 2 is to assume a course heading of 138°. Your mission is to establish 
contact with and engage elements of the Russian communications emplacement in 
support of Echo 1. 


Figure 9-1. 
The Burning Frost 
Campaign Map. 
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Figure 9-2. Satellite intel of known data at mission start. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 

Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 2 T-80s 2 T-80s 4 T-80s 
2 BMPs 2 BMPs 2 BMPs 
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Mission Debriefing 


Bandits 2 and 3 are stationary at scenario start, dug into defensive 
positions between Echo forces and the objective. Bandits 1 and 4 initially 
move toward Echo 1, then turn southwest. Both Echo platoons should 
move along the prescribed waypoint routes. If Echo 1 hurries, it will 
contact Bandits 1 and 4 as their paths converge. Echo 1 can assume a line abreast 
formation and pick off all eight enemy vehicles as they cross the ridge. 

Echo 2 operates fairly successfully on its own, usually destroying numerous 
enemy targets before losing all four vehicles. The survivors from Echo 1 should 
proceed along the pre-plotted waypoints, then call artillery over the ridges to 
finish off enemy targets. 


Lessons Learned 


Bandits 1 and 4 illustrate a classic traffic jam—all eight units cluster together 
in confusion. They must contend with your fire while maneuvering to avoid 
each other. Always plot your paths carefully and never let two platoons come 
under fire at the same time from a single sniper. 


Figure 9-3. Actual unit deployment at start. 
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Mission 2: Cardinal Sins 


Ist Plt is ordered to assume a course heading of 163° south through 
Russian controlled territory. Your first objective will be the 
sanctioning of all Russian communications elements within the 
designated kill zone. 

2nd Plt is ordered on a course heading of 118° south by south east. Your mission 
objective is to search out and destroy Russian fuel depot hidden within the region. 

Both platoons have a secondary target objective: the Russian field command 
emplacement. 


Figure 9-4. 
Reconnaissance 
photo prior 

to battle. 
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Orders of Battle/Recon Photo 


Ls 


Blue 

Echo 1 Echo 2 Echo 3 

3 M1 Abrams MBTs 2 M1 Abrams MBTs 1 M1 Abrams 

1 M3 Bradley 2 M3 Bradleys 1 M1 Bradley 
Red 

Bandit 1 Bandit 2 Bandit 3 Bandit 4 

2 T-80s 2 T-80s 2 T-80s 4 T-80s 

2 BMPs 2 BMPs 2 BMPs 


Mission Debriefing 


There’s good news and there’s bad news. The good news is Blue forces 
have a third platoon this time around. The bad news is Blue forces have 
no artillery support. 

Economy wins the day. Don’t engage units that aren’t designated 
targets. You expose Echo forces to enemy fire and accomplish little or nothing. 
Edit Echo 1’s path so the unit moves alongside Echo 3. Bypass all armor 
engagements and follow Echo 3 to the enemy base. Carefully control both units so 
they arrive at the enemy base at the same time. 

Meanwhile, leave Echo 2 on its own. It destroys one-third of the 30 targets, 
then continues to the enemy base. With a bit of luck and careful timing, all three 
Echo platoons will arrive at the enemy base together. 

Attack from three directions at once. Beware of Russian Hinds; they pose the 
greatest threat to your forces. 

Finally, withdraw and proceed north to destroy the final cluster of bunkers to 
win the mission. 
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Figure 9-5. 

True deployment 
of forces 

prior to battle. 
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Lessons Learned 


For once your forces are not so heavily outnumbered. Carefully 
maneuver your three platoons to avoid firefights until they all arrive at 
the enemy base. Engage from multiple sides and keep enemy armor in a 
cross fire. 


Mission Three: Advent 


~ Fighting is already underway. Ist Plt is ordered to continue along its 
Ry present course heading of 302° north by north west. Your initial 
objective is to break through the on coming Russian line. 
2nd Plt, riding rear guard for Ist, is ordered to destroy the 2 Russian troops 
already in pursuit of Ist Plt. 2nd Plt must keep the Russian units from establishing 
contact with Ist Plt. 
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3rd Plt, consisting of two M3 Bradley scout vehicles, has been issued orders to 
proceed on a course heading of 286° west and north into enemy territory. Your 
orders are to establish contact with the enemy field base and neutralize 
communications, fuel resupply, and artillery support elements. You are sanctioned 
to use deadly force in the completion of your orders. 

Should 3rd Plt fail in its mission, Ist and 2nd Plts are authorized to complete 
outstanding mission objectives. 


Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 Echo 3 
3 M1 Abrams MBTs 3 M1 Abrams MBTs 2 M1 Bradleys 
1 M3 Bradley 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 3 T-80s 
1 BMP 
Figure 9-6. 
Satellite recon of 
known data 


at mission start. 
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Mission Debriefing 


This is a fast-paced, easily-won mission, despite less-than-desirable starting 
positions. The key is to attack only mission-critical targets. At mission start, 
Echo 1 and 2 move northwest toward the enemy base. North of their position 
Echo 3 moves west toward the same base. Bandits 1 and 3 move southeast to 
intercept Echo 1. Bandit 2 is closing on Echo 2'5 rear, and Bandit 4 flanks Echo 2. 

Echo 1 and 2 are surrounded and outnumbered 2-to-1. Therefore, both 
platoons must accept a suicide mission and focus on success requirements. Bandits 
3 and 2 are mission-success targets; Bandits 1 and 4 are not. Echo 1 should move 
directly along the pre-plotted path, then engage and destroy Bandit 3. Engage 
Bandit 1 if possible, but destroy Bandit 3 at all costs. 

Meanwhile, Echo 2 should ignore the flanking Bandit 4, reverse course to the 
southeast, and engage Bandit 2. Since Bandit 2 is a mission target, Echo 2 first 
must destroy Bandit 2 at all costs, then worry about Bandit 4. 

Meanwhile, Echo 3 can move west virtually unopposed. Enemy Hinds will flock to 
Echo 1 and 2, but Echo 3 can reach the enemy base undetected. Echo 3 should hide 
under hills and call down artillery fire to destroy the base. With careful aim, the entire 
base can be destroyed. As long as Echo 1 and Echo 2 manage to destroy Bandit 3 and 
Bandit 2, respectively, Echo 3 can win the mission simply by directing artillery. 
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Figure 9-7. 
Real 
distribution 
Rae 4 EM ; of forces 

; PN Bandit 4 2 chs © Gd ra eS prior to 

a ARE T e NAD mission. 
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Lessons Learned 


When severely outnumbered or out-positioned, engage critical targets 
first. Don’t waste shots on non-critical units except as a defensive last 
resort. 


Mission Four: Snow Serpent 


Ist Plt’s initial target zone lies on a course heading east and north. 
Hs) Your orders are to proceed to in-field Russian commanded artillery 
- emplacements and neutralize all enemy MLRS platforms. 

All Russian MBTs and IFVs that may be on patrol within the designated zone of 
operations are to be treated as opportunity kills. 

Secondary mission target zones lies along a south by south east heading. Your 
mission goals within this designated kill zone are to include any enemy 
communications and logistics elements. 

Be advised of heavy minefield saturation. enemy units are already on line to 
challenge Echo 1’s progression. 


Figure 9-8. Satellite intel prior to battle. 
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Order of Battle/Recon Photos 
Blue 
Echo 1 Echo 2 
2 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
2 T-80s 2 T-80s 1 T-80 4 T-80s 
2 BMPs 2 BMPs 3 BMPs 


Mission Debriefing 


= Straight shooting wins the day. The four Bandit platoons execute a 
complex series of circular patrols. Together with a generous supply of 
Hinds, they effectively cover all ingress routes to the communication base. 
* Echo forces generally should proceed along the pre-plotted route with 
heavy air cover. Be prepared for lots of tank-to-tank engagements. Protect your 
IF Vs; you'll need all the SAMs you can get. 
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Figure 9-9. Real deployment of forces prior to battle. 
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Lessons Learned 


Practice your aim. Use the zoom views and don’t fire until you can 
clearly see the enemy unit. Keep moving, preferably at right angles to 
the target; this confuses their aim. Keep an eye on the skyline for Hinds 
at all times. 


Mission Five: Lion Heart 


Ist Plt is ordered on a course heading of 250° west through the pass 
designated Golf Kilo-47. You are to kill any dug in units that may be 
present. From there proceed West to your primary mission objective. 
You are to neutralize all elements within the Russian artillery base. 

2nd and 3rd Plts are to assume course headings of 202° south by southwest. 
Your first targets are dug in fuel containment units. CI-3 intelligence has issued a 
directive that these units are to be destroyed. 

2nd and 3rd Plts are further authorized to ride in support of Ist Plt. Should 1st 
Plt fail in its mission orders, 2nd and 3rd Plts are to eliminate remaining targets. 
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Orders of Battle/Recon Photos 


Blue 
Echo 1 Echo 2 Echo 3 
2 M1 Abrams MBTs 3 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 1 M3 Bradley 2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
4 T-80s 2 T-80s 3 T-80s 4 T-80s 


2 BMPs 1 BMP 
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Figure 9-10. 
Initial intelligence photo. 


Mission Debriefing 


This mission is quite simple when approached with caution. Echo 1 
begins in the south of the op zone, near a pass guarded by multiple 
bunkers and the enemy platoon Bandit 2. Neither these bunkers nor 
Bandit 2 are mission-essential targets, and as such should be avoided. 

More effectively, Echo 1 should turn northeast to heading 045° and proceed to 
the enemy fuel depot. Dug-in Bandit 1 units guard the fuel depot. Echo 1 should 
stop short of the last ridge, call air support to deal with Bandit 1 armor units, then 
direct artillery into the enemy-held valley. Echo 1 can destroy the entire valley 
without engaging enemy forces. 

Echo 2 and 3, meanwhile, begin the mission in mutually supportive positions on 
the north edge of the op zone. Units from Bandit 3 and 1 are visible and within 
range. Echo 2 has a perfect opportunity to play decoy. Disregarding the pre-plotted 
waypoints, Echo 2 should proceed due west, subsequently engaging Bandit 3. 
Bandit 3 units are spread over a wide area and are deployed in excellent sniper 
positions supported by two Bandit 1 units. Echo 2 should move along heading 
270° into this trap, engage Bandit 3, and continue west. 

Echo 3 closes the trap set by Echo 2. Echo 3 should begin the scenario by 
heading 145°, placing it southeast and behind Echo 2, then turn due west, trailing 
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1 km behind Echo 2. When the Bandit 3 units give chase to Echo 2, Echo 3 moves 
in from the rear and destroys any surviving units. Echo 2 most likely loses one or 
two units in this exchange, but Echo 1 and 3 emerge unscathed. 

After this, Echo 1 should proceed due west to the Russian artillery base. As 
usual, stop short of the last mountain ridge and direct artillery fire over the hill. 
Meanwhile, Echo 2 and Echo 3 should head 270° to the north pass leading into 
the artillery-base valley. Moving slowly over each ridge, advance with heavy 
artillery and air support. Since the final enemy platoon, Bandit 4, executes a 
circular patrol to the south (expecting Echo 1 to approach from that direction), 
Echo forces can move south through the valley destroying all required targets 
without engaging Bandit 4. The only remaining threat during this phase are 
enemy Hinds and fortified bunkers, both of which you can easily deal with given 
the number of available armor units. 


Lessons Learned 


The mission offers excellent examples of “diversion and attack.” In the first 

case, the threat of a southern attack by Echo | effectively occupies Bandits 

2 and 4 while Echo 1 slips by and engages the fuel depot. Meanwhile, the 

Russians, who can’t resist Echo 2’s juicy, deceptive target, fall victim to 

Echo 3’s waiting guns. Last, Bandits 2 and 4 are still deployed along the 
southern edge of the op zone waiting for an attack that never comes, allowing 
surviving Echo platforms free passage through the Russian artillery base. 


Figure 9-11. 
Real deployment 
of forces 

prior to battle. 
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Mission Six: Seraphim 


Two full platoons are ordered to proceed South and West into Russian 
controlled territory. Your mission objective is to break through the 
enemy fire base and neutralize emplaced support elements. 


Figure 9-12. 
Satellite intel at start 
of battle. 
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Order of Battle/Recon Photos 


Blue 
Echo 1 Echo 2 
4 M1 Abrams MBTs 2 M1 Abrams MBTs 
2 M3 Bradleys 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
1 T-80 4 T-80s 2 T-80s 3 T-80s 
3 BMPs 2 BMPs 


Mission Debriefing 


By all accounts, this mission is a milk run for Echo forces. Bandit 1 is dug 
into the hills around the fuel base in the north of the op zone. Bandit 4 
defends the artillery base in the south. Bandit 2 begins between the two 
bases moving north toward Echo 1. Finally, Bandit 3 starts north of Echo 1 
and moves into the valley containing the fuel base. 

Echo 2’s attack plan can’t get any better. Immediately change Echo 2’s for- 
mation from Column to Diamond and let them go to work. Left to the computer 
Echo 2 will enter the artillery base and destroy all armor and targets found there, 
losing no more than one or two of its own units. After changing the formation, 
you can pretty much ignore Echo 2 during this mission, leaving it to follow its 
programmed orders. 

Echo 1 should stop immediately and assume a Diamond formation. Point your 
turret to heading 225° and call air support, then repeat at heading 270° and 300°. 
Wait for the helicopters to scope out the bad guys, hopefully kill a few, pop six or 
eight smoke grenades along the ridge top on headings ranging from 225° to 300°. 
Once the smoke drifts over the ridge carefully move due west into the flat. Once 
over the ridge, keep moving due west at high speed while engaging enemy armor 
units south of your position. The rolling terrain west of the large ridge provides 
excellent cover. 

Be careful with your shots—the same terrain that protects you protects Bandit 3. 
Attacking from behind, though, gives you the advantage of surprise. Keep a 
lookout to the south at all times. Once the shooting starts, units from Bandits 1 
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and 2 will move quickly north toward your position. Continue moving west across 
the flat, shooting back over your left shoulder, until enemy tanks stop cresting the 
hill. You should be able to pick apart Bandits 1 and 3 and lose no more than two of 
your own units. Then, turn south and call artillery down on the fuel base. 


Lessons Learned 


A perfect illustration of the value of surprise: Letting Bandit 3 bypass and 
attacking from the rear decimates all four units before they know what hit 
them. Popping a few smoke grenades as you cross the ridge helps mask 
your approach. 


Figure 9-13. 
Real deployment of forces 
at start of battle. 
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Figure 9-14. 
Satellite intel 
prior to battle. 


Mission Seven: Armored Fire 


Echo 1 and Echo 3 are ordered to proceed North through OPFOR 
controlled territory. Your mission objective is to reach Echo 2 at Hill 
231 in Bravo sector. All fielded Russian units are designated targets. 

Be advised, Russian forces have saturated outlying zones with minefields and 
reinforced bunkers. Their goal is to press Ist and 2nd platoons down what has 
been designated Sierra Corridor. G-3 operations have given a very brief 
operational window for the completion of this mission. 
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Orders of Battle/Recon Photo 


Blue 
Echo 1 Echo 2 Echo 3 
2 M1 Abrams MBTs 3 M1 Abrams MBTs 3 M1 Abrams MBTs 
2 M3 Bradleys 1 M3 Bradley 
Red 
Bandit 1 Bandit 2 Bandit 3 Bandit 4 
3 T-80s 3 T-80s 2 T-80s 3 T-80s 
1 BMP 1 BMP 2 BMPs 1 BMP 


Mission Debriefing 


ære There are two distinct engagements in this scenario. In the north, the 
| dug-in Echo 2 must stave off Bandits 3 and 4, while in the south, Echo 1 
| and 2 must proceed north through the dreaded Sierra Corridor against 
” Bandits 1 and 2. Pitting 12 Echo units against 16 Bandit units, this 
mission is an easy victory for Echo forces. 

Echo 2 illustrates the massive advantage afforded by a dug-in position. Echo 2 
need not move from its starting position except to ensure that all turrets point 
west. Both Bandits 3 and 4 will transit through a pass due west. Echo 2 should not 
move from its station under any circumstances. 

Instead, call in air support over the pass, call in artillery when the first tank 
pokes its nose over the ridge, then sit comfortably in your crater and pick off 
enemy tanks as they try to cross the ridge. Artillery shells force the Bandits to keep 
moving—right into your gunsights. A few smoke grenades help mask you position, 
as well. In the end, the four Echo 2 tanks can hold off all eight vehicles of Bandit 3 
and 4 with no losses. 

In the south, the dreaded Sierra Corridor turns out to be a dud. Echo 1 and 3 
platoons easily transit the corridor under computer control, usually taking only one 
or two losses in return for the devastation of two enemy platoons and an enemy 
artillery base. In the worst case, one Bandit 2 unit survives and tries to escape 
north—into the waiting barrels of Echo 2. Provided Echo 2 remains in its defensive 
position, there will be no Bandit survivors and extremely light Echo losses. 
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Lessons Learned 


The computer handles Echo 1 and 3 just fine; you are best served by 
controlling Echo 2. This mission again illustrates the incredible advantage 
of being dug in. This time around, Echo 2 plays the sniper and 
mercilessly picks off each Russian tank as they try to transit the western 
pass. Using artillery to force them through the pass, Echo 2’s tanks easily 
pick off all eight vehicles. 
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Figure 9-15. 
Real deployment 
of forces 

prior to mission. 
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Mission 8: Blood Fist 


Battalion G-3 has just issued orders to all ground elements within the 
Kiev theater of operations: division has called for a final thrust against 
Russian forces. This is being designated operation: Burning Frost. 

You are ordered on a company sized push against all emplaced Russian forces. 
Your mission objective is the complete sanctioning of all in-field Russian elements. 
At your disposal are three full fire support teams (artillery batteries) in addition to 
available air support. 

Russian elements have very heavily saturated the field with mines and defensive 
pillboxes. Course heading will be 081 north by northeast. Be advised, four full 
Russian troops have been deployed as well. 


Figure 9-16. You know very little about the enemy 
at the outset of this problem. 
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Orders of Battle/Recon Photo 


Blue 

Echo 1 Echo 2 Echo 3 Echo 4 

2 M1 Abrams MBTs 1 M1 Abrams MBT 3 M1 Abrams MBTs 3 M1 Abrams MBTs 

2 M3 Bradleys 3 M3 Bradleys 1 M3 Bradley 1 M3 Bradley 
Red 

Bandit 1 Bandit 2 Bandit 3 Bandit 4 

2 T-80s 3 T-80s 4 T-80s 4 T-80s 

2 BMPs 1 BMP 


Mission Debriefing 


This is it, the final battle. Your four full platoons face four full enemy 
platoons. It’s a merciless shootout, but your forces hold an advantage. 
Enemy forces operate with fixed, pre-determined mission orders allowing 
very little flexibility, while you have total operational command. Your 
ability to react to threats and redeploy your forces as necessary will win the day. 

Echo 1 and 2 platoons begin the scenario near each other in the northwest 
corner of the op zone. Bandits 1 and 2 approach from the northeast. Echo 1 and 2 
should immediately stop and hold their starting positions. Bandit 1 will advance to 
the foot the hills, then reverse course and head for the enemy base. A few moments 
later Bandit 2 will turn northwest and cross the ridge in front of Echo 1 and 2. 

Now, Echo 1 and 2 should move forward along heading 045° and engage Bandit 
2 from the flank. Be advised, do not move south from your starting position, or 
cross the ridge to the east. Bandit 4 patrols the flatlands southeast of Echo 1’s 
starting position. As long as Echo 1 and 2 remain behind the ridges, Bandit 4 will 
patrol for a short time, then proceed back to the enemy base. If Echo 1 and 2 wait 
until they see Bandit 2, then remain nestled in the hills, the two platoons can 
surprise Bandit 2 from the rear without interference. 

Echo 3 and 4, meanwhile, start in the southern part of the op zone. Due east, 
Bandit 3 executes a hook pattern, then heads for the enemy base. Bandit 4 patrols 
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north of their position. It’s imperative for both Echo platoons to move south by 
southeast immediately, along a rough heading of 135°, to keep the hills between 
them and Bandit 3. Echo 3 and 4 should circle the hill counter-clockwise and 
engage Bandit 3 from the rear. This way, Echo forces always engage with surprise, 
and with 2-to-1 odds in their favor. 

Once they’ve destroyed Bandits 2 and 3, all surviving Echo forces should 
proceed directly to the enemy encampment. Your forces are moving behind 
Bandits 1 and 4, so if the first firefights conclude quickly, you may yet engage 
remaining Bandits from the rear. Otherwise, simply shadow them while calling in 
artillery and air cover. Eventually they'll take up defensive positions around the 
enemy base, where you can destroy them with artillery. 
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Figure 9-17. 

The big-picture view of your final battle. 

Wrap this one up quickly, gentlemen, then meet me 
at the O’Club to celebrate! Drinks are on me. 
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Lessons Learned 


Although numerical odds are equal, the odds of winning the mission are 

skewed in your favor. On equal terms, the computer’s artificial 

intelligence is no match for the human mind. The goal here is to pick 

your first fights wisely and on your terms. Once your forces have 

numerical superiority, proceed with a cautious, methodical advance 
toward the enemy base. 

Remember to cross hills carefully; enemy bunkers and Hinds are watching for 
you. Use smoke grenades when crossing ridges. Destroy bunkers quickly, or stay 
on the move and quickly duck out of sight. 

If carefully executed, Echo forces need never enter any firefight without 
numerical superiority. Enemy Hinds pose the greatest threat to your forces. 
Protect your M3s well, especially in Echo 3 and 4—they have only one M3 each. 
In fact, you may choose to control the M3s in Echo 3 and Echo 4 manually to 
ensure both their survival and effective use of their SAMs. 
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AA Anti-Aircraft. Guns, most often emplaced, designed to shoot down 
aircraft. 


AAA Anti-Aircraft Artillery. Artillery pieces designed to destroy enemy 
aircraft. Mostly replaced with surface-to-air missiles (SAMs). 


Abrams Official designation for the M1 main battle tank. 


AFV Armored Fighting Vehicle. Armored vehicles designed for front-line 
combat, including, but not limited to, tanks, APCs and missile carriers. 


AP Armor Piercing. Refers to an ammunition type. 

APC Armored Personnel Carrier. A lightly armored, lightly armed vehicle 
for carrying squad-sized units into battle. Represented in Armored Fist by 
the M3 Bradley fighting vehicle and the BMP. 

AT Anti-Tank. 


ATGM Anti-Tank Guided Missile. Missiles designed to kill tanks. Often 
wire-guided and normally with shaped explosive warheads. 


Attack Jet Aircraft designed to attack ground targets. The A-10 Tank 
Killer is a good example. 


Bandit Enemy ground unit. 


Battalion (U.S.) Military unit made up of at least two companies, 
normally 500 to 1500 men. Two or more battalions make up a brigade. 


Battery Group of artillery guns, traditionally four to eight. 


Battlesight Distance a cannon may fire direct. Past battlesight, you 
must elevate guns and calculate shots. 


Blitzkrieg Literally, “lightning war.” High-speed armored warfare, 
typically columns bypassing heavy resistance to hit an enemy's 
vulnerabilities. Pioneered by the Germans in W.W.II. 


Bogey Enemy air unit. 


Brigade Unit composed of two or more battalions. Two or more 
brigades make a division, though typically at least three are assigned. 


Buttoned or Buttoned-down Hatches closed. 
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C3 Communication, Command and Control. The three elements critical 
to battlefield command. Commanding units often are called C3 units. 


C31 C3 plus Intelligence. U.S. doctrine now tends to favor C3l. 


CFV Cavalry Fighting Vehicle. Lightly armored and armed infantry 
fighting vehicle variant for carrying reconnaissance equipment and scout 
personnel. 


Chobham Armor Composite armor developed by the British. Used on 
the M1 Abrams tank, among others. 


CO Commanding Officer. 


Coax Coaxial. Refers to a weapon system mounted coaxially with 
another, that is, both pointing in the same direction when one is sighted. 
When acquiring a target lock, all coaxial weapons target the same 
bandit. 


Company (U.S.) Unit with two or more platoons. Consists of 
approximately 100-300 infantry troops or 10-20 armored vehicles. 
Subordinate to battalions. 


Composite Armor Armor composed of steel layered with high-tech 
ceramics. More effective than traditional steel armor. Chobham armor is 
a composite armor type. 


Corps (U.S.) Military unit composed of two or more divisions. Largest 
field command unit. 


Division (U.S.) Unit composed of two or more brigades. Two or more 
divisions form a corps. 


Division (RUS) Russian military unit composed of two or more 
regiments. 


Doctrine Organized body of knowledge delineating procedures to 
accomplish a specific task. Often defined as current policy for the 
conduct of warfare. 


FAC Forward Air Controller. Officer coordinating front-line air strikes. 
Often located near or at battle lines. 


Fit Rep Fitness report. Military personnel fitness evaluation. Greatly 
influences promotion status. 
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FLIR Forward Looking InfraRed. Infrared sighting system used by 
aircraft to identify ground targets. 


FLOT Abbreviation for front line (aka line of demarcation). 


FO Forward Observer. Artillery spotter who calls in and directs artillery 
fire to intended targets (preferably enemy units). 


GPS Gunners Primary Sight. Main sight on M1 Abrams tanks. May use 
thermal-imaging systems. 


HE High Explosive. Warhead designator. 


HEAT High Explosive Anti-Tank. HE warhead designed specifically to 
penetrate tank armor. 


HMG Heavy Machine Gun. Machine guns, often vehicle mounted, 
normally having a 12-15mm or .30- to .50-caliber bore diameter. 


IFV Infantry Fighting Vehicle. Lightly armored vehicle with a cannon 
turret and an anti-tank missile. Carries a squad of infantry into combat. 


Image Intensifier Also called Star Light scopes, these devices amplify 
dim ambient light to produce a visible scene. Used for night vision. 

IR InfraRed. Light below the human visible spectrum. Shows an object’s 
heat output. 


Lase To fire a laser beam at a target. Also known in military parlance as 
“dazzle.” 


Laser An intensely focused beam of coherent light used in military 
applications to range, detect and “paint” targets so that laser-light- 
sensitive ordinance will strike a designated target. 


LAW Light Anti-tank Weapon. Hand-held, shoulder-fired U.S. weapon 
firing a solid-fuel rocket with a HEAT warhead. Gives infantry anti-tank 
capability. 

LMG Light Machine Gun. Small machine guns almost exclusively used by 
individual troops. Good for anti-personnel applications, but ineffective 
against hardened positions and armor. 

Main Tanker slang for a tank’s main gun. 


MBT Main Battle Tank. Current replacement for medium and heavy tank 
classes. The optimum U.S. MBT currently is the M1 Abrams. 
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MG Machine Gun. 
Mi Designator for Soviet Hind helicopter airframes. 


MMG Medium Machine Gun. Normally shoulder-fired machine gun, 
often with a 7-9mm bore diameter. 


Mortar Very light artillery piece, hand-carried and used by specially 
trained infantry squads. 


MRLS Multiple Rocket Launching System. Artillery rocket launcher. 


NATO North Atlantic Treaty Organization. Military alliance of Western 
nations often considered the opposition force to the former-Soviet-led 
Warsaw Pact. 


OPFOR Operational forces. 
Pact Warsaw Pact. 


Platoon (U.S.) Unit composed of two or more squads or sections. Two 
or more platoons make up a company. 


Platoon Commander Officer in charge of a platoon, normally a 
Lieutenant. 


Platoon Sergeant Highest-ranking noncommissioned platoon officer. 
Second in command to platoon commander. In actual practice, a platoon 
commander often will defer to the opinions of a highly experienced 
platoon sergeant. 


Reactive Armor External armor additions comprised of shaped 
explosive charges in boxes or panels. When placed on a tank, reactive 
armor explodes with an outgoing force when contacted by incoming 
projectiles. Effective in dissipating damage from HEAT rounds, it has 
unfortunate effects on friendly infantry in very close tank support. 


Recon Reconnaissance. 
Reece Reconnaissance. 


Regiment (RUS) Unit composed of two or more battalions. A division is 
composed of two or more regiments. 


Regiment (U.S.) A grouping of battalions for administrative purposes. 


Has no combat relevance. The exception is the armored cavalry regiment, 
a battalion-sized fighting unit. 
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RPG (RUS) Russian lightweight anti-tank grenade launcher. 
S1 Staff Officer-Adjutant. Main staff officer for a battalion HQ. 


S2 Staff Officer—Intelligence. Battalion staff officer who handles 
information about the enemy. 


S3 Staff Officer-Operations and Training. Battalion staff officer in 
charge of organizing battalion operations. 


S4 Staff Officer—Logistics. Battalion staff officer in charge of all logistical 
support, or ensuring supplies are available when and where needed. 


Sabot Shell or packing allowing ordinance to be fired through a barrel. 
Often used to refer to the ordinance itself (“sabot round”). In tanks this 
most often refers to armor-piercing ordinance. 


SAM Surface-to-Air Missile. Any of a broad group of missiles designed 
to allow ground units to shoot down enemy air platforms. 


Section Smallest military unit, composed of two or more individuals or 
vehicles. Two or more sections make up a squad. However, a squad can 
be formed without sectioning the division. 


Stabilization System to steady a gun barrel despite platform 
movement. The main guns of the M1 Abrams MBTs are fully stabilized. 


Squad Infantry unit subordinate to the platoon, normally composed of 
four to 16 men. May be divided further into two or more sections, 
depending on mission requirements. 


Squadron A cavalry or Air Force unit equivalent to a company. 


Superelevation Elevating a gun barrel higher than the actual target 
line to hit something at extended range. 


TC Tank Commander. Senior member of a tank’s crew. 
Thermal sight Translates heat into a visual image. 


TOW Tube-launched, Optically tracked, Wire-guided. Designation for a 
U.S. anti-tank missile. 


Track Slang for AFV. 


Troop Cavalry organization equivalent to a platoon. 
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Unbuttoned Hatch opened, with or without crewmen partially 
exposed. 


Up Tank term meaning ordinance is loaded and prepared to fire. 

WP Warsaw Pact. 

Warsaw Pact Mutual defense organization of various Eastern European 
countries led by the former Soviet Union. This was NATO's main 


opposition. 


XO Executive Officer. Military unit’s second in command. 
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Speed 66, 69, 76, 82, 85, 87-88, 89, 93, 97, 112, 152 Von Clausewitz, Carl, 44 
settings, 25 


Time Acceleration Switch, 26 W 
Standard commander, 20, 21 
Status bar, CCV, 27-28 Wall of Fire! mission, 84-85 
Stinger missiles, 7, 61, 98 War Hammer mission, 68-70 
Sun-Tzu, 43 Waypoints. See Set Waypoints tool 
Super-bunker, 87 Wedge formation, 24-25, 66, 69, 87, 89, 93 
Surprise, 48-49, 178 Whirlwind mission, 75-78 
Syrian-Turkey campaign, 115-135 Withdrawal 
feigned withdrawal, 47 
T to friendly line of demarcation, 93 


Wolfpack mission, 145-147 
Tactical display, 55 
Take Command, 26 Z 


Target Lock, 55, 58, 77, 83, 93, 103 . 
Zoom view, 26, 167 
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Computer Game Books 


The 7th Guest: The Official Strategy Guide 
Aces Over Europe: The Official Strategy Guide 
Alone in the Dark: The Official Strategy Guide 
Betrayal at Krondor: The Official Strategy Guide 
CD-ROM Games Secrets, Volume 1 
Computer Adventure Game Secrets 
DOOM Battlebook 
DOOM II: The Official Strategy Guide 
Dracula Unleashed: The Official Strategy Guide & Novel 
Harpoon II: The Official Strategy Guide 
Lemmings: The Official Companion (with disk) 
Master of Orion: The Official Strategy Guide 
Microsoft Flight Simulator: The Official Strategy Guide 
Microsoft Space Simulator: The Official Strategy Guide 
Might and Magic Compendium: 

The Authorized Strategy Guide for Games |, Il, Ill, and IV 
Myst: The Official Strategy Guide 
Outpost: The Official Strategy Guide 
Pagan: Ultima VIII—The Ultimate Strategy Guide 
Prince of Persia: The Official Strategy Guide 
Quest for Glory: The Authorized Strategy Guide 
Rebel Assault: The Official Insider’s Guide 
Return to Zork Adventurer’s Guide 
Secret of Mana Official Game Secrets 
Shadow of the Comet: The Official Strategy Guide 
Sherlock Holmes, Consulting Detective: 

The Unauthorized Strategy Guide 
Sid Meier's Civilization, or Rome on 640K a Day 
SimCity 2000: Power, Politics, and Planning 
SimEarth: The Official Strategy Guide 
SimFarm Almanac: The Official Guide to SimFarm 
SimLife: The Official Strategy Guide 
SSN-21 Seawolf: The Official Strategy Guide 
Strike Commander: 

The Official Strategy Guide and Flight School 
Stunt Island: The Official Strategy Guide 
SubWar 2050: The Official Strategy Guide (with disk) 
TIE Fighter: The Official Strategy Guide 
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Ultima: The Avatar Adventures 

Ultima VII and Underworld: More Avatar Adventures 
Wing Commander | and II: The Ultimate Strategy Guide 
X-COM UFO Defense: The Official Strategy Guide 
X-Wing: The Official Strategy Guide 


Video Game Books 


Breath of Fire Authorized Game Secrets 

EA SPORTS Official Power Play Guide 

The Legend of Zelda: A Link to the Past—Game Secrets 
Maximum Carnage Official Game Secrets 

Mega Man X Official Game Secrets 

Mortal Kombat II Official Power Play Guide 

GamePro Presents: Nintendo Games Secrets Greatest Tips 
Nintendo Game Secrets, Volumes 1, 2, 3, and 4 
Parents’s Guide to Video Games 

Sega CD Official Game Secrets 

GamePro Presents: 


Sega Genesis Games Secrets Greatest Tips, Second Edition 


Official Sega Genesis Power Tips Book, Volumes 2, and 3 
Sega Genesis Secrets, Volume 4 
Sega Genesis and Sega CD Secrets, Volume 5 
Sega Genesis Secrets, Volume 6 
Sonic 3 Official Play Guide 
Super Empire Strikes Back Official Game Secrets 
Super Mario World Game Secrets 
Super Metroid Unauthorized Game Secrets 
Super NES Games Secrets, Volumes 2, and 3 
Super NES Games Secrets, Volumes 4 and 5 
GamePro Presents: Super NES Games Secrets Greatest Tips 
Super NES Games Unauthorized Power Tips Guide, 
Volumes 1 and 2 
Super Star Wars Official Game Secrets 
TurboGrafx-16 and TurboExpress Secrets, Volume 1 
Urban Strike Official Power Play Guide, 
with Desert Strike & Jungle Strike 
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U.S. $19.95 Computer Games /Simulation 


Can. $27.95 
U.K. £18.49 Net 


FTHOUT PROFESSIONAL 
ATTLE ZONE Witt Brow You 


MILITARY TRAINING AND SOUND BATTLEFIELD TECHNIQUES TO SURVIVE, LET ALONE EMERGE VICTORIOUS. IN 
ARMORED FIST, YOU COMMAND A COMPANY OF ARMORED UNITS. YOU CAN GO INTO COMBAT YOURSELF 
OR DICTATE STRATEGIES FROM THE COMMAND AND CONTROL VEHICLE. YOU ALONE ARE RESPONSIBLE FOR 
ACCOMPLISHING MISSION GOALS, AND YOU STAND A SLIM CHANCE WITHOUT ARMORED Fist: THE OFFICIAL 
STRATEGY GUIDE. 


A RMORED FIST DOESN’T CONTAIN ANY HIDDEN CHEATS OR CODES. THAT MEANS YOU NEED PROVEN 


Ep DILLE, AN EXPERT IN MILITARY HISTORY, GIVES YOU A COMPLETE EDUCATION ON THE SUBJECT OF MODERN 
ARMORED WARFARE. USING ACTUAL COMBAT STRATEGIES, YOU LEARN HOW TO: 


e USE THE TOPOGRAPHY OF THE BATTLEFIELD TO ACHIEVE THE ELEMENT OF 
SURPRISE—AND VICTORY 

© DRIVE AND FIGHT THE AMERICAN—BUILT M1A2 Asrams, M3 Braptey IFV 
AND THE Soviet—Buitt T-80 AND BMP LIKE A 20-YEAR VETERAN 

© CALL IN REMOTE ARTILLERY AND AIR SUPPORT WITH MAXIMUM ACCURACY AND 
EFFECTIVENESS 

© PLAN AND EXECUTE CUNNING BATTLE STRATEGIES THAT EVEN GENERAL ROMMEL 
WOULD ENVY 

e AND MUCH, MORE! 


IN ADDITION, EVERY ONE OF THE OVER 30 MISSIONS IS PROFILED IN DETAIL, ALLOWING YOU TO CONSIDER THE 
SCENARIO IN ADVANCE AND DEVISE ALTERNATIVE APPROACHES. ONLY WITH ArmoreD Fist: THE OFFICIAL 
STRATEGY GUIDE DO YOU HAVE THE PROVEN PATH TO VICTORY. 


ED DILLE Is A GRADUATE OF ANNAPOLIS AND A SPECIALIST IN MILITARY HISTORY. HE IS THE SIMULATIONS 


EDITOR OF ELECTRONIC GAMES MAGAZINE AND THE AUTHOR OF NUMEROUS BOOKS FOR PRIMA, INCLUDING 
PANZER GENERAL: THE OFFiciAL STRATEGY Guine, SSN-21 SeAwoLF: THE OFFICIAL STRATEGY GUIDE, AND 


Harpoon Il: THe OFFICIAL STRATEGY GUIDE. 
ISBN 1-55958-761-X 
Ill il] 
9 "781559'587617 


Platform: IBM PC and compatibles, CD-ROM 
User Level: Beginning to Advanced 
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